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INTRODUCING ECCO THE DOLPHIN ON SEGA CD. 



DIVE INTO CD GRAPHICS AND QSOUND AUDIO. 


No game’s ever gonna take you deeper! Incredibly 
detailed CD graphics, chillin’ digital music and 
spatial QSound audio processing plunge you into 
this dolphin’s lonely quest. 

Ecco’s world is mysterious and beautiful and 
completely unlike any game you’ve ever played. 


You swim, you jump, you even breathe like a 
dolphin, and the experience is profound. 

Bonus video segments reveal how real-life 
dolphins live. Play the game, solve the mystery, 
learn the secrets. You’ll never forget how it feels 
to be Ecco the Dolphin. SEGA CD 


WELCOME TO THE NEXT 


fai Sega, Genesis, Sega CD, Welcome to the Next Level, and Ecco the Dolphin are trademarks of SEGA. QSound is a trademark of Archer Commur 
license from QSound Ltd. © 1990 Archer Communications Inc. All rights reserved. © 1993 SEGA. All rights reserved. 
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I can’t believe that this is our twelfth issue. I actually found 
eight people that are crazy enough to stay up all night sur¬ 
rounded by Mac’s and Video games. The way I see it we have 
consumed about two hundred and fifty pounds of coffee, con¬ 
tributed about ten grand to our local fast food chains and set 
several records for sleep deprivation. We’ve gone through about 


DIEHARO ■ 

GAME FAN 


GEORGE WEISING 
JACOB RISKIN .. 

ANDREWCOCKBURN 
DAVID WINDING . 

%KEI KUBOKI 
TAKAHIRO YAGI 
JAY PURYEAR • 

TERRY WOLFINGER 
GREG OFF 
KELLY RIOKARDS 
ELAINE SCHINGS 

MARIA POLIVKA 

C RCS, INC- 

SOFT BANK, MEDIA WORKS, ASCII 
CORP., JODI, ANDY FELL, JERROLD, 
AND ALL OF.OUR READERS! 


a hundred controllers melted down about ten systems, put in 
a combined total of about 12,000 hours of gameplay, 13,000 
hours of combined computer time and written over 300,000 
words about video games. We started out in a teeny tiny little 
room with two slooow Mac’s and a dim light, that place had it’s 
own atmosphere. After a couple days in there sunlight 
became a surreal experience. We now refer to that place as “The 
i Dungeon” but we have fond memories...Now we are of course 
I in a more corporate environment, but were still out of control 
and as much hard core gamers as ever. No salesman dare 
enter this office for fear of permanent brain damage. 

I guess we really like video games, wouldn’t ya say? As a 
matter of fact it’s 3:00 A.M. right now and I’ve slept about two 
hours in the last 48. But you know what? Me and rest of the 
staff can’t wait to do it again. As long as you keep reading and 
we can make gaming more enjoyable for all of you, we will always 
be here making sure that you know what’s what in the wonderful 
and growing world of video games. We owe a lot to our valu¬ 
able (and incredibly smart) readers and we intend to deliver you 
the best magazine of all time. Wait until you see some of the 

I things we have planned for ‘94, it’s going to be a great year! 
So thanks from all of us and I’ll see you next month, I gotta get 
some sleep. 
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Few have faced Dracula and survived. Now it’s your turn! Based on Columbia 
Pictures’ blockbuster thriller, Bram Stoker’s Dracula goes straight for the jugular. 
Photo-realistic graphics, camera rotation, digitized scenes from the film and an 
awesome digital soundtrack on the CD version plunge you deep into cold, dark 
dungeons crawling with spiders and packs of bloodthirsty rats. On every 
■ ' * os 50 platform you’ll experience thrilling game play and battle your way through 

the treacherous mountains and forests of Transylvania to Castle Dracula. 
And just like in the movie, the evil Prince of Darkness will rise and attack 
— as a bat, a wolf, even an old man. But whatever form Dracula 
takes...make no mistake, he must be stopped! 

Available for all Nintendo and Sega platforms. 



>' T -■ 



Bram Stoker’s Dracula is distributed by Sony Imagesoft, 2100 Colorado Avenue, Third Floor, Santa Monica, CA 90404. Sony Imagesoft and Imagesoft are trademarks of Sony Electronic Publishing Company. © 1992 Sony Electronic 
Publishing Company Bram Stoker's Dracula™ is a trademark of Columbia Pictures Industries, Inc.© 1992 Columbia Pictures Industries, Inc. All rights reserved. Nintendo, Nintendo Entertainment System, Game Boy, Super Nintendo 
System and the Official Seals are registered trademarks of Nintendo of America Inc. © 1992 Nintendo of America Inc. Sega, Sega CD, Genesis, Game Gear are trademarks of Sega Enterprises Ltd. 
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Mazin Saga - Mutant Fighter (Genesis) 
Big mode only. 


OPTION MODE_ 




Silpheed (Sega CD) 
Voice test. 


Go to the option screen and change the sound number to At the title screen hold down “A”, “B” & “C” on the number 
18 and the sound effects number to 72. Go back to the title two contoller, then go to th^ option screen. There should 
screen and you can now play through just the Guardians now be a “Voice Test” there, 

by pressing start as normal. 



Sf^P-rr? 


Street Fighter 2 Special CE (Genesis) 
For five stars on Champion Edition. 


Street Fighter 2 Special CE (Genesis) 
Char. vs. Char, in Match Play mode. 


When the building with the Street Fighter 2 logo comes to a At the Match Play mode screen, press “Down 


stop, press “Down”, “Z”, “Up”, “X”, "A”, “Y”, “B” & “C” on 
contoller 1. You should hear Zangief’s yell. Now it’s speed, 
speed, speed! 




Tiny Toons (Genesis) - Level Passwords 


“Y”, “B” & “C” on contoller 2. You should hear 
Chun Li’s yell. 


Shinobi 3 (Genesis) 
Invincibility. 

At the option screen, put the cursor 
on the music test, and listen to the 
music in this order- He 
Runs/Japonesque/Shinobi 
Walk/Sakura/Getufu. The code was 
> done correctly if you do not hear 
any music for Getufu. Start the 
w game and you should never cjie: 


ZYGD LDDL LDLL DDDD DDGD 
NBKD DLDL DLGL LLLD DLVD 
XBBD LLDL DLKD LLLL DLND 
DYBG LLDL DDBD LDLD DDTG 
TMBK LDLD LLBG LDLD DLTV 
GYBB DDLD LDBK DDDL LDTV 
VYBB PDLD DLBB LDLD DDDQ 
XMBB MLLD LDBB PDLD LLMQ 
GMBB TDDL LDBB MDDL DLPD 
KBBB TGLD LDBB TDLL DLNG 
NBBB TKDD LLBB TGDL LLNV 
YHBB TZNL LLBB TKLD y_NT 


13 QRBB TZGD LDBB TZDL LDZM 

14 TRBB TZKL DDBB TZGD LDTM 

15 THBB TZWD DLBB TZKD LDJB 

16 DZBB TZWG DLBB TZZL DDVH 

17 BZBB TZWK DLBB TZZG LDVJ 

18 PJBB TZWB LLBB TZZK LLVP 

19 TNBB TZWW DDBB TZZB DDVT 

20 PJBB TZQW GOBB TZZQ DLVM 

21 HJBB TZQW KLBB TZZQ GDRM 

22 UXBB TZQQ ZDBB TZZW KDPB 

23 JTBB TZWW ZGBB TZZQ ZDNR 

24 HQBB TZWW ZKBB TZZW ZGI\(f 
















(Fill in the fighting word of your choice.) 






Now You Can Get Game Codes And Exclusive Street Fighter Information Anytime. Just Call 1-900-680-2583. 

Call charges are 95$ for the first minute and 75$ for each minute thereafter. Please ask your parents’ permission before calling. 
01993 CAPCOM USA, Inc. Street Fighter H Unto is a trademaik of CAPCOM. CAPCOM is a registered trademark of CAPCOM, Ltd Sega and Sega Genesis 
are trademarks of S?ga Enterprises, Ltd For more infbtmadon, rail (^STOTtm-Based on internal Sega testing standards. 


Hit the streets to your nearest store. 


One of 
the highest 
rated Sega 
games of 


You’ve Met Your Match. 

The exclusive Group Battle mode 
is found only on Genesis. 
And the Turbo mode gives you 
the speed you need. 


Moves Win. 

New moves in this 
Special Champion Edition 
make the fighting more 
exciting titan ever. 


CAPCOM 


all time.* 
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SIAM : PAUSE 
SELECT : SELECT 1IEHS 


: PAUSE 
r : SELECT 


Rocky Rodent (SNES) 

Unlimited Continues. 

While Rocky runs across the title screen from left to 
right, press Y, A, R, A, B & A and you will see an option 
screen. Put the cursor on credit ?, and voila, you’ve got 
unlimited continues! 


The First Samurai (snes) 

Level Select. 

Go to the option screen and press X, A, L and R togeth¬ 
er. Two doors will begin to slide shut. Before they do, 
press RIGHT (stage 1-2), DOWN (stage 2-1), LEFT (stage 
2-2), or UP (stage 3) and don’t forget to hold down X,A,t* 
and R the entire time . 


Combo Attack Special Pt.2 by The Enquirer and K. Lee 


Roundhouse 


Short 


Short 


Fierce 


Fireball 


Strong 


Strong 


Strong 


Fierce 


IT 

Roundhouse Roundhouse Roundhouse 


KH3. 

Fierce 


Fierce 


Blade Kick 


Fierce 


Sonic Boom 


Fierce 










TO RIALLY KICK IT, 

pawn suck it. 



3 Slow Motion Options. 

Included for those Street Fighters 
who know that studying 
every intricate part of a move is 
the only way to get it down. 


4 or 8 Way Joystick 
Movement 

Essential for hitting hard 
and hitting often when you’re 
playing Street Fighter II 
Special Champion Edition 
on the Sega Genesis. 

It’s also amazing what 
you can do on other games. 


Same Joystick and 
Buttons As The Arcades. 

Now you can fight all night 
’til you get it right - with no 
major finger wear. 


3 Turbo Settings. 

We’re talking the maximum 
fighting speed you need 
for a worthy offense against 
your opponent 


Call 1-900-680-2583 

for Capcom Game Codes and exclusive 
Street Fighter information anytime.* 





Arcade Style Moves. At Home. 


CAPCOM 


©1993 CAPCOM USA, Capcom Fighter Power Stick GS and Street Fighter II Special Champion tuition are traaemarKS or 
CAPCOM. CAPCOM is a registered trademark of CAPCOM, Ltd. Sega and Sega Genesis are trademarks of Sega Enterprises, Ltd. 
-->- c ---» c ‘Call charges are 95<t for the first minute and 75<t for each minute after. 












PRO ACTION REPLAY CODES 


GENESIS 


CHAKAN: THE FOREVER MAN 

FFCOOOOOOC Infinite Energy 

STREET FIGHTER 2 <SP. C.E.i 
FF80C10000 Special Air Moves Plyr 1 

FF83410000 Special Air Moves Plyr 2 

FF972A0099 Stops Timer 

FF804300B0 Infinite Energy Plyr 1 

FF82C300B0 Infinite Energy Plyr 2 

TERMINATOR 

FFFF2F0000 Reece Ice Skates 

FFFF4D0003 Music Speeds Up Lvl 1 

TINY TOONS ADVENTURES 

FFF78D000A Buster is invulnerable 

FFF780000F Buster keep his ears down 

FFF78D0000 Loose 2 hearts instead of 1 

FFFB090002 Infinite lives 


TOEJAM & EARL 

FFA2520017 
FFA253001F 
FFDE520002 
FFB72600E2 

BUBSY 

FF023B0009 
FF024900XX 
FF00E90059 
FF00920003 


Infinite Energy for Toejam 
Infinite Energy for Earl 
Everlasting presents 
Toejam walks backwards 


Infinite Lives 
Level select. XX=00-13 
Unlimited time 
Invincibility 


SPLATTERHOUSE 3 

FF00B40005 Unlimited lives 

FF00B700E1 Unlimited time 

FLASHBACK 

FFF49C000X Level select. X=0-6 

FFD3D70005 Unlimited shields 

SUPER SHINOBI 2 


FF37E0000A 

FF37E9000F 

FF37E30032 

FF37E60006 

FF37A6000X 

FF377C0000 


Infinite lives 
Unlimited energy 
Unlimited Shurikens 
Unlimited Ninjitsu Power 
Level select. X=0-6 
Rapid fire (Midair jumping) 


SUNSET RIDERS 

FFB0990004 Infinite lives 


FF6A0D0003 

FF10C70064 

FFBF87003C 

FFBFC70009 

FFBF4700E8 


Infinite liv^s 
Unlimited fuel 
Infinite hydras 
Infinite hellfires 
Infinite guns 


■^ ’STREETS OF RAGE 2 

FFEF810068 Infinite Energy 

FFFC3C0094 Infinite time 

FFA903000X Level s 


SUPER NINTENDO 


7E15DA0A Infinite grenades 

7E10D8FF Invincibility 

7E1SDA0A Infinite rockets 

BATTLETOADS IN BATTLEMANIACS 


7E002803 

7E002A03 

7E0E5E10 

7E0E6010 

7E002C0X 


Infinite livds plyr 1 
Infinite liv^s plyr 2 
Infinite energy plyr 1 
Infinite energy plyr 2 
Level select (1-4)-(6-9) 


Unlimited ammo 
Infinite lives 
Infinite fuel 


FINAL FIGHT 2 

7E106F8D 

GOOF TROOP 

7E015703 
7E01D703 
7E011D06 


Infinite livds plyr 1 
Infinite livds plyr 2 
Unlimited energy plyr 1 


MORTAL KOMBAT 

Slow moticln 
Infinite energy plyr 1 
7E02C102 & 7E00DEFF Fight Reptile 

SHADOW RUN 

7E3C0F14 Infinite motley 

ROBOCOP 3 

7E185402 Infinite Livds 


GAME GENIE CODES 


GENESIS 


STREETS OF RAGE 2 
AW7T-AA7J Infinite lives both plrs 

AL7T-AA70 Infinite continues 

ROAD RASH 2 

ZAST-AC58 Plyr A starts with $ 

BEST-AAEG Plyr 1 starts with Diablo 

BETA-AAD4 Plyr 2 starts with Diablo 

SUPER MONOCO GP 2 

RE5T-6CZ6 You’re always in 1st 


CHUCK ROCK 

ETCT-EA5E 

B5RA-AA3Y 

HC5A-AA8J 

AXHA-AA8J 


Infinite lives 
Infinite hea th 
Invincibility 
Cannot drown 


THUNDERFORCE 4 


AAST-AA5J 

AJTA-AA20 

RZMT-A6YW 

then enter 

AT5T-AA8T 

AKWT-AA8R 


You must 
enter these 
codes first 



mmn 


Gauntlet IV. . . . Set out on the 
action-packed adventure of a lifetime. 
And bring your friends! 


p iW aiHii 


player action 


The newest chapter in the ultimate 
fantasy adventure is also the first 
game to take advantage of the new 
Genesis™ 4-player adaptors. 


Arcade Mode recreates the 
original arcade hit. 


Choose your path carefully- 
that door could be the las 


is it worth the risk? 1 
you couldn't become 
invisible! 


Battle Mode pits up to 4 players against 
each other in nonstop medieval combat. 


Record Mode is a battle against the 
clock—hone your adventuring skills as 
Gauntlet IV stats measure how fast and 
skillfully you advance. 






TEiMGEIM 

stVIDEO ISAMES/r 


hSBI 




Quest Mode takes you—-and up to 
3 other players—on the adventure 
of a lifetime. Intense role-playing 
action leads to the mystery at the 
heart of Gauntlet IV. 
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PANASONIC INTRODU 
INTERACTIVE 





Panasonic* 

just slightly ahead of our time.® 


A/lore responsive, more colorful, and up to 
50 times more powerful than ordinary systems. 

It’s 3DO technology and Panasonic makes the 
only system that has it. 

Strap yourself in; this is no armchair flying game. 

You plunge into pursuit, barrel-rolling through the atmosphere at 
Mach speeds. Pulling up to skim the planetary terrain, you lose your 
horizon and go into a spin. Earth. Sky. Earth. Sky. Earth. And your 
stomach just cant catch up. This is a video game you can feel. 

This is R-E-A-L. 

Introducing the Panasonic 
R-E-A-L 3DO™ Interactive 
Multiplayer™ The most highly 
evolved integration of audio, 
video and interactive tech¬ 
nology available. 

What you're 
seeing are 

near 3-D Crystal Dynamics' Total Eclipse™ 

graphics gives you ,he real ,eeling of fl '9 hl 

combined with state-of-the-art flight effects. What you’re 
hearing is full, digital CD sound. Definitely cinematic. 

Except that you're in control in a world without edges. Fly as far as you 

want left or right and the program never stops you. 

Facts. Up to 50 times more powerful than ordinary 
PCs and video game systems. With up to 16 million 
displayable colors for photorealistic picture quality. 
And a custom multimedia architecture that makes 
R-E-A-L so responsive it practically redefines interactivity. 

There’s a range of 3DO software available; from flight simulators to 
education, information, sports and children’s titles. Plus, R-E-A-L also 
plays audio and photo CDs and soon, with an optional adapter, full- 
length movies. 

Entertainment, music and more interaction than ever—the Panasonic 
R-E-A-L 3DO Interactive Multiplayer brings you the future in 
one amazing unit. And, yes, it'll fly. 

To speak directly to the dealer nearest you, call 

1-800-REAL-3DO. M\ 


1004 
















Here’s your chance to let all the game companies know what you’re playing and what you would like to 
see in the future, so drqp us a postcard. If your name is picked from'ourmonthly drawing, you will be 
the lucky recipient of one. of the fabulous prizes listed below. So, what are you waiting for? Start writing' 


SNES GENESIS GAME GEAR 


E. Shannon of Springfield, VA 


Paul H. flabenart of St. Paul MN 


^j^aniel Franklin of Feeding Hills, MA 


All you have to do to enter the drawing is write down a list of your top 10 favorite games and the 10 games you want the 
most that aren’t out yet, on a piece of paper or a postcard then send them to: 

GAME FAN TOP TEN 6400 Independence Ave., Woodland Hills, CA 91367 

Drawing is limited to One (1) entry per person per month. Hope to hear from you soon. 

Drawings will be held on the 21st of each month. The three (3) winners will be notified by mail and listed on this page. 


m 11 1 ' 1 ' m 



1 MOST WANTED 1 

1 Mortal Kombat (gen) 

2 SF2 Turbo (snes) 

3 SF2 CE (gen) 

4 Starfox (snes) 

5 Silpheed (mega cd) 

6 Mortal Kombat (snes) 

7 Flashback (gen) 

8 Samurai Shodown (neo) 

9 Gunstar Heroes (gen) 

10 COOl Spot (GEN) 

1 Sonic CD (sega cd) 

2 Empire Strikes Back (snes) 

3 Super SF 2 (any) 

( 4 Clay Fighters (snes) 

- £ 5 Mortal Kombat (sega cd) 1 

6 Mega Man X (snes) 

7 World Heroes (snes) j 

A* 8 Aladdin (gen) 

9 Stimpy’s Invention (gen) 

^ 10 Secret of Mana (snes) 

i \ 






Havoc Is Sailing 
Your Way Soon... 
The Seven Seas Will 
Never Be The Same. 




NAME YOUR SYSTEM AND... STEP INTO THE RING! 

Get ready for the 1 6-MEG mayhem of Royal Rumble® on Super NES® and Genesis™'' 
Check out the all-new, pulse-pounding action of King of the Ring™ for NES® and 
Game Boy®! Tournament showdowns... special moves...Steel Cage matchups... 

Royal Rumbles®... and more! If you’ve got the guts... we’ve got the game! 




























^^^fighting games haye'jusTV 
Kad-on into a major roti'd block, 
■use Bad Mr. Frosted his 
frerful road gang of lay-animated 
peters are kicking, punching and 
iking out those so-pled tough 
5rKnd the/re-djjfe it with wild 
fnanigans and hilai^t moves that'll 
sp you laughing at pkj .h. 


,Mr.Frosty.m| 
Ny're right up^ 


\ By Gamers. Fw Gamers.™ 

f7922Filth Averm«. loins, CA927M 
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jSodteBrMlfctefcoltoeiiH, Inc & !9S9 Sintendoo! AmEfiai,:!t>c. - 






SKID’S PICK 


THE ENQUIRER 


SGT. GAMER 


RATED BY: 






MMttmK*® 


It’s definitely that time of year again!... 
and you know what that means. Sonic 
CD is all I could think about and play 
this month. Even with turtles and 
Jurassic Park around; nothing comes 
close to Sonic CD, NOTHING' 


No problem this time. 
Sonic CD is my pick for 
this month, in fact it’s 
my pick for the year. 

It’ll be a while before 
we see anything better. 


Sonic CD goes where no CD game, 
has gone before. Sega has been 1 
slowly converting me to their new 
multimedia platform and Sonic is the 
game to tip the scales...easily one of 
the best games of‘93. 


MEG-2 PLAYER-SEE 


Disney) 
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: another sleazeball 


artner to watch your butt. R 
• let the computer back you i 


Around every corns 
with a bad attitude. 


Do you have what it takes to face the Chaos 
Engine without being reduced to a charred 
pile of gristle? 


Set up crossfires and ambushes, because 
teamwork is the only way to survive. 


Available on SEGA 1 


fit* A/ Spectrum 
Y HoloByte 

For Visa/MasterCard orders call anytime: 800-695-GAME. 
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/ GameFan 3rd Party Liaison, Andrew 
Cockburn, traveled to Santa Clara, California 
to talk, what else?, sames! with the undis¬ 
puted champions of one-one-one fight¬ 
ing, Capcom. Andrew sat down with Joe 
Morici, Vice President of American 
Operations, to set his views on the gam¬ 
ing industry. The followins is a transcrip¬ 
tion of that interview... 

How do you feel about 32-bit and 64- 
bit technology coming into play prior to 
the SNES and Genesis hitting their peaks? 
JM: Nintendo’s strategy of coming out in 
‘95 seems to be the most sound. I haven’t 
seen anything on Sega CD or 3DO that has 
fully implemented the technology. 16-bit 
is still the most viable. 1993 should be the 
peak year for 16-bit hardware sales, then 
it will drop off in ‘94 and ‘95. Software 
sales should peak in ‘94.1 imagine that we 
will be supporting 16-bit hardware through 
1996. I doubt anyone will support the 
Atari hardware. They’ve burned too many 
bridges and they don’t have the retailer sup¬ 
port or a proper distribution network. Look 
at the Lynx, it’s a great product and they’ve 
done nothing with it. I don’t know if there 
is enough consumer support for the 3DO. 
If the consumers do receive it well, we will 
support it but we’re not going to be the 
first. To my knowledge, none of the major 
video game publishers have committed to 
Atari and very few have committed to 
3DO. The software you will see, for the most 
part, will simply be ports of 16-bit titles. I 
don’t think the consumer will be satisfied 


with the initial offerings. So, we will wait 
and see how the installed user base devel¬ 
ops on both systems before committing. 

What’s next for Capcom in the Street 
Fighter series (after Super)? Do you see 
any competition in the arcade for your series? 
JM: We do have a project in the works. As 
far as competition goes, you must under¬ 
stand that we can sell 50,000 SF series arcade 
games nation wide. Games like Virtual 
Fighters are too expensive to stick in 7- 
11s and the mom and pop markets. They 
can not generate enough revenue to com¬ 
pete with our machines and the initial hard¬ 
ware cost is prohibitive. 

Sega is excelling in the 16-bit market 
With Saturn ushering in 32-bit for them, 
do you see Sega as the new leader in the 
world of video games? 

JM: I think Sega has done a very nice job. 
They can react a lot quicker than Nintendo 
can. Nintendo, however, is more stable; you 
can count on dealing with the same peo¬ 
ple day in and day out. From a business per- 
spective, that is very important to us. 
Sega tends to have more of a “revolving 
door" and this can be, at times, frustrating 
to the third party developer. I also think 
that Nintendo is becoming more proac¬ 
tive then reactive. With their Silicon Graphics 
agreement, I think Nintendo is on the 
right track at the right time. My question 
is; what’s Sega going to do with their CD sys¬ 
tem? There seems to be much to be resolved 
before we talk about the “next level" from 
Sega. As it is, we have 25 games in devel¬ 
opment for both 16-bit platforms. 


Speaking of SGI, what do you think of 
Nintendo’s recent announcement and agree¬ 
ment to pursue the development of a 64- 
bit system based around The SGI worksta¬ 
tion's R-4000 chip set? Is this announce¬ 
ment premature? 

JM: I hope not. I hope they actually do come 
through with the hardware. That system 
will truly take gaming to the next level. 
Our designers and programmers have 
been working with SGI systems for the last 
few years. If they can get the system out 
as cheaply as they say they can, they will 
have the system to beat. I don’t think SGI 
would step into something that they per¬ 
ceived as "vapor ware”. They must see it as 
a viable plan. If the spec’s are correct, I think 
that the ‘95 date is appropriate given the 
amount of time that will be required for soft¬ 
ware development. 

Will the next Street Fighter be the one 
to go 32-bit? 

JM: Super makes use of our latest arcade 
hardware and we will probably do about half 
a dozen games before going to a new sys¬ 
tem. Obviously, the Street Fighter series is 
a natural to make it to the more advanced 
hardware. 

Joe, thank you for your time and insight, 
as you know, we’re big fans of Capcom and 
the quality software that you produce. We 
look forward to seeing your future games 
and to covering them in GameFan. 

GameFan would also like to thank Ms. Laurie 
Thorton for her help in making this inter¬ 
view possible. 











got to 
be fast to last. 

In Street Fighter II Turbo, slow doesnt go. Because extensive 
training has not only made the 8 fighters and 4 grand masters 
faster and stronger. It’s given them a whole new arsenal of 
kicks, punches and special moves. Get revved for 78 possible 
matches, where if 
you’re not fast, 
you’ll never know 
what hit you. 


Ryu must blow out Chun Li’s 
new fireball move with his new 
mid-air hurricane kick. 


byM. Bison’s psycho crusher. 


In Las Vegas, tonight’s fig) 
is Blanka’s new vertical be 
versus Vega’s claw. 


Now You Can Get Game Codes And Exclusive Street Fighter Information Anytime. Just Call 1-900-680-2583. 

Call charges are 954 for the first minute and 754 for each minute thereafter. Please ask your parents’ permission before calling. 


ed trademark of CAPCOM, Ltd. 
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Well all my fellow RPG fans, it has finally happened. Were 
getting an RPG! Not only that, but were getting the best one! 
Lunar the Silver Star. We owe a big thanks to Working 
Designs for not only doing it, but doing it right! Get ready 
for the role-playing adventure of a lifetime on the Sega-CD. 
Since this is only a preview, I don't want to give to much 
away, so take a look at these pages for some opening story 
and early fighting scenes, think of it as an interactive lay¬ 
out. I played through the import version of Lunar 
\ and I cannot express to you how much better it is 
nf|j in English, especially with the new touches that 
Working Designs has added. The acting for 
wjjj jJI instance is brilliant! Sega Cd owners, get 

ShRST ready for the RPG of the year, Lunar 

" v * the Silver Star. See you next 

i ljjjfr month with lots more. P.S. 

gSmnrtfc .* **''• “■ yo ° see ,he 

WWJt packa8,n8 “ 
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If you've purchased the CD ROM attachment for your Genesis you 
already know that good strong titles are few and far between. Actually the 
best games are still coming out on cartridge. Few companies have mas¬ 
tered the CD and even fewer have released titles that make use of its 
advanced functions. Chuck 2, Son of Chuck falls into the growing catego¬ 
ry of cartridge to CD ports. You simply take a cartridge game, drop in 
some music and intro and ending animation and presto, you've got a Sega 
CD title! There are two ways to look at this process. Number one , if the 
two versions come out simultaneously and you have a CD, you get a better 
version at an equal or lower price. But on the other hand would it be so 
terrible to play the cartridge version with 250 smackers still in your 
pocket? That is the question. Of course games like Silpheed and Sonic CD 
don't hurt in this decision making process. So, why am I not talking 
about Chuck 2 yet? Well, because I already did, back in issue#9, exten¬ 
sively. There's no doubt about it, this is a fantastic game, loaded with 
creative play mechanics and special effects, but the only things here that 
are new are some minor cosmetics, the intro story and the music. So I 
guess I'll just review those features then wrap this one up. The 
all new cartoon opening is a gas, with chuck finding his 
niche in life as a car manufacturer, in fact he is 
so good that he is kidnapped by a rival 
car maker which is where little 
Chuck enters into the picture. 

111 ~~jfr ~ ? Ophelia gets a ransom note (in the 

form of a stone slate that nails her 
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right in the melon) and totally freaks out. Little Chuck although still crib 
bound decides to take matters into his own hands and sets out on his own to 
save Dad. The cartoon is full screen, animated nicely and accompanied by 
music, but no voice of any kind is present, not even a grunt. So I'll give it 
an 8.S. The game itself benefits greatly from the excellent CD soundtrack 
that whistles, chirps and hums along ever so happily with this exceptional 
adventure. So I'll give the tunes a big 9. Finally we get to the subtle differ¬ 
ences in the graphics. In the Dippy the Dinosaur level the big bird you 
stand on to keep you dry now mildly scales and rotates (no biggy 
though, the whole level rotates) and in the Lava Pits level the 
boulders little Chuck rolls on now rotate smoothly. That's it 
as far as new graphics go. So, is Chuck 2 CD a worthwhile -jp \ 
purchase? The answer is a big yes! But at the same time 
does Sega need to release a massive quantity of original CD 
titles that really show off the hardware to stay viable in the 
market place with new competition from the 3DO? You bet! 

As far as this reviewer is concerned the market is wide 
open. Somebody's about to knock 
my socks off, and there I will 
‘ -M stay. Best bring on the 

? Saturn Sega, the next gener- 




ipproaching fast! 
-f. Storm 
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A Sonic hit with a bang back in 1990 when we were all starving for an original action 
game character from SOA. Everyone played it, everyone loved it and a new superstar was 
| born. Then along came Sonic 2, which was a great game but, did not have nearly as much 
impact on us as the first installment. So what is a producer to do? I’ll tell you what, give us 
a sequel on CD from the programmers of the original and, don’t forget to add some gnarly 
special effects and make sure it’s got CD written all over it. Well, that’s exactly what Sega has 
done. Sonic CD is exactly what I wanted it to be, long, fun and most importantly next generation, 
as the Sega CD hardware comes in to play here big time with awesome 3D bonus rounds and, 
length you could only find in a CD title. If you’re a Sonic connoisseur as I am you will surely finish 
this amazing quest in about three to four fun filled hours, but alas, you are far from finished with 
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Sonic CD as you will find out 
after viewing the entire ending. 


packed within! But there is only one way 

to get there.this is what you have to 

do. In the two first rounds of each zone 
you must locate and destroy Robotnic’s 
mechanical pod (thus turning the future to 
good) then after fighting Robotnic in the 
present you must destroy the required 
number of pods in the 3D bonus round 
and collect the Chaos Emerald. Repeat 
this in each of the seven zones and it’s on 
to a whole new game, equal in length but 
harder than the first, with even better 
graphics! So you get twice the Sonic 





































at half the price. Now on to the game itself. Remember Sonic one, loaded with personality, 
unique levels and intricate play mechanics? Well it’s back, just bigger, badder and better than % 5 
ever (sorry to steal your slogan SNK but I don't think you’ll be needing it much longer) complete %i 
with music that makes you want to stay in each level for as long as possible, and sound effects that will 
have you looking over your shoulder for Dr. Robotnic. Action game of the year? Well, for the CD it most 
definitely is, but overall there is some competition with Gunstar Heroes and Aladdin. So who will reign 






























StiSS^/’t Invention 


Last month we reviewed Veediots , THQ’s Ren & Stimpy game for the SNES and were 
surprisingly pleased, although some fine tuning would have made it a much happier 
experience. At that time I had no idea that Sega had a ready version of their own all 
new Ren & Stimpy adventure ready to go...oh joy! but here it is, Stimpy’s Invention, a 
game so fun it just could replace Log as the number one form of home entertainment. 
If you don’t watch Ren & Stimpy you now probably think that I am a total retard who 
plays with wood, but read on anyway, I’m gonna tell you about a really neat game. 
Not since... ...well never have I experienced characters with this level of interaction. 
In this cartoon action extravaganza, whether you play in one or two player mode, 
both Ren & Stimpy are on the screen, one using the other as a weapon or means of 

transportation.really, check this out. You can choose between Ren or Stimpy as 

your main character at any time by simply pausing and choosing either with your D 
button. If you choose Ren, press up and A to slap Stimpy and here the familiar " you 
stupid eediot!”, down and A to use him as a jack hammer, A alone to use him as a 
catapult, up and B to remove and throw his nose, down and B to bowl him at ene¬ 
mies, B alone to squeeze a projectile furball out of him (wurp!), C and up to 
squeeze a fart out of him for a high jump, or C alone for a regular jump. If 
you prefer Stimpy as your leader, press up and A to squeeze a burp out of 
VeS Ren, down and A to grab him by the legs and use him as a hammer, A alone 

NgT to use him as a spring for a long jump, B and down has Stimpy using a cro- 

1 quet stick to knock Ren at the enemy, B and up to toss him upwards, B 

alone hurls him forward, C and up has Stimpy winding up Ren’s head for 
jlEifya nice flight and C alone is a regular jump. If 

your second ; • •• ''j j 


I Sega 
1 or 2 Players 
Action 
Avail. Nov. 
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Watch out for Eye Scream and Chicken Pot Pie in the freezer! 

ft \ \ 1 !\ 1. •“ 


Try this sequence to successfully negotiate the hippo cage. 


















■A ,:2J character is off 

■BJUkv-f m . ^ mm the screen or on a lower platform you 

wUflL even get more moves, like snapping towels or a fly swatter, and if 

.s'* you hold down A both characters will run. That’s nine moves per character and eighteen total 

at your disposal at all times, a record in the action category! What is even better is the fact that the game 
is designed in such a manner that almost all of these functions serve an important purpose in the game. Stimpy’s 
latest invention is the Mutate-O Matic which transforms ordinary household garbage into delicious food, but during a test to show Ren 
how it works the machine overloads and explodes! Now you must collect all the pieces and turn the machine off....so, get on with it 
man! Stimpy’s invention has seven levels, each divided into at least three parts. Stellar moments include a jaunt through a freezer 
fending off Eye- Scream and Chicken Pot Pies, a trip to the zoo complete with waterlogged Hippo's and crazy Gorilla’s, fart flying 
through rose bushes, a perilous high rise, a tandem bike ride through traffic and a spooky level with a Log filled cZJ 

sky! These and many more equally fun-filled levels, will keep Ren & Stimpy mr-* W 

fans, or anyone for that matter, thoroughly _ cr\ ff ? N 

engulfed in rW--' / /' ' 
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The graphics in this one rank among the best in the field with perfect artwork that rivals the car- 
toon itself and an attention to detail seldom seen on cartridge. The game is also loaded with multi¬ 
scrolling backgrounds.happy? Wait, there’s even more! 

The control is perfect, the music fits like a glove, Ren & Stimpy even have balancing animation and realistic 
voices and, if you fall off the screen. Powdered Toast Man will come and save you! I guess you can tell I like 
this game. In closing, may I suggest that you play on either normal or hard? This will force you to study each 
move and the game layout more carefully and this is one game that deserves it. See you later man. 
Say good-bye Stimpy.....’’WURP!" E Storm 
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Since its arcade debut back in the early 80’s, Dragon’s Lair has been on the wis 
lists of gamers everywhere and, until the arrival of CD gaming, home systems 
have stayed dry of a faithful translation. For those of you too young to remember, 
Dragon’s Lair pioneered the short lived era of laser disc based arcade games, 
which ended due to the high cost of producing them and the constant mainte¬ 
nance required on the laser disc players. Enter the Sega CD, bringing the memo¬ 
ry and full motion video capabilities needed to port this game straight over. Yes, 
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Sega’s newest release in the ongoing Sonic series, Sonic Spinball, is all-out fun and an extremely^" « 
addictive game. It’s not that Sonic is well represented here (he’s not). It’s that this is just a good pinball 0 
i game. Sonic in a pinball game you ask? Believe me, he’s a nice addition. First of all, this game is not n 
j just for pinball players. The programmers over at Sega Tech, made sure there’s something for every- ^ 
one. SS combines a little bit of action platform to break the usual monotony associated with pinball W 
y) games. So, this isn’t just a mindless sling the ball (or Sonic in this case) around the board and rack upfj 
q points type of game. There are play mechanics involved here. In each level, you must locate and ~ 

= snatch th e Chaos Emeralds, which are carefully placed in some seriously hard to reach areas through- U 
fj out each board. Once acquired, you can move on to battle with Robotnik. There are four levels in total- H 
rj plus three bonus rounds where Sonic gets his own chance at the flippers, in a cool 3D perspective, k 
N Dpi’the fooled though, this game is not short. There’s plenty of good clean frustration ahead. W 
|U heedless to say, I found Sonic Spinball to be a unique twist on the Sonic theme and definitely the H 
Up, most fun to be had playing video pinball. | 
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Last month, after viewing some recent shots of Tournament Fighters for 
the Genesis we thought we might just have another great fighting game 
on our hands. After all, the SNES version is awesome, matching up to even 
the likes of SF2. Unfortunately however, this version must have been 
rushed out because I know for a fact that Konami is capable of much bet¬ 
ter. From the graphics to the music, voice and animation this game falls 
way short. Believe it or not, you only use two buttons, one punch and 
one kick which really limits the strategy factor that six button games enjoy. 
There are the standard half and quarter circle plus button moves, along 
with the two sec. charging moves. They are very easy to execute but 
unspectacular to view as there are just to few frames of animation to 
give you any sense of drama . But the fun doesn’t stop there. There are 
no line scrolls!, and the voice is really garbled. I don’t know what hap¬ 
pened but this does not resemble a Konami title at all. I would have to 
say that the only redeeming quality here is the control and the storyline 
which has you fighting evil clones of your characters who have been 
created by Krang. He has kidnapped Splinter and its up to the Turtles 
along with Ray, Casey, April and Sisyphus to travel to dimension X 
I \ t and save his furry butt. In the end my synopsis of TMNT TF 

j would have to be that if it came out from a lesser company 
, / V/ most P eo P le would probably be pleased with it. But coming 
’/j from Konami it just isn’t enough. That’s the problem with' 

being the best, once you set the standard people will always 
expect you to be the best, and in this indus¬ 
try that’s not always that easy. Still, I have 
high hopes for Castlevania Bloodlines and Konami’s 
future Sega titles. 
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TEN REASONS WHY EVERYONE 
WILL LIKE PUGGSY 


1. It has a 256 color on screen intro. 

2. It has great music, over 38 tunes in all. 

3. It has phenomenal graphics. 

4. It has mind-boggling scaling and rotation. 

5. It has huge bosses and tons of enemies. 

6. There are so many levels that we still don’t how 
many there are. 

7. The level of interaction with your environment is 
unparalleled. 

8. It has brilliant play mechanics. 

9. It’s totally addicting. 

10. You can save your progress. Rest, have a 
delicious snack, and come back later. 


Puggsy isn’t an action game, it’s not a puzzle game 
and it’s not a role-playing game, but it is sort of all of 
the above. It’s an action-adventure-quest-puzzle- 
role-playing game! Experience Puggsy’s world for 

yourself this holiday season.Hey guys!, I just 

wrote a freakin’ commercial, can I put it in the mag? 
Mr. Goo 
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Dragon’s Revenge. This 8 meg game is a fitting addition to the 1 7: ‘ sr. 5 M * 

* video pinball genre. With multi-directional scrolling play 1 J ‘ ~ > : 

fields, great ball physics, scantily-clad Amazon women and i 
enough bonus rounds and bosses to keep even the most 
jaded, arrested adolescent pinball enthusiast playing for hours, Dragon’s Revenge is one of Tengen’s be 
titles this year. The play field graphics are excellent with dark, foreboding colors reminiscent of the origin 
and a demonic theme that was also central to the success of the first game. Sultry female voices tempt 
you to play further by offering you words of encouragement and "oohing" in all the right places. The _ 
coolest part of the game is when you first begin and knock the black and white Amazon female pic- I V 
ture around the screen. Do any of you remember the Haunted Mansion in Disneyland...the part 
where the hologram of the women’s head in a crystal ball speaks to you? This Amazon head is 
* J ust lik ? that and il animates and talks while you kick it around the screen! The game is 

‘X quality through and through. A password save feature is also included to get you 
■ through all of the bonus levels and Tengen guarantees a good time for all. - Talko 
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Let me start by first asking a ques- £ r *“ r *' 
tion. Could you or ariyone-you * y 
know get into a game that features * r ' 
Ronald McDonald as thejnain char- * 
acter? If you’re" like me and rriGst gf* T 
the Gamefan staff, your first reaction | 
probably would *be, “No”. Not only I 
does he represent flat, sad little L 
s hamburgers but he’s a grown t • ,3, 

man who dresses like a clown 
11 apd hangs out with the four food 1 * - 
* groups. But wait! What if I told » 

I y°u it was programmed £or Sega by 
^ Treasure, ihe incredible new tlevelop- 
er responsible fo/ Gunstar Heroes and 
formerly with Konami? Ahhh, now I 
have your attention. Believe* me, this is 
























an exceptional game Jfn fact, it’s so good 
that witfeirr minutes you’ll forget all about 
Ronald because you’ll be having fun, play¬ 
ing a'great and original action/pfetform 
that is full of grea^play mechanics, col- 
/ M| orful, detailed graphics and beyond 
16bit special effects. Treasure Land 
. • has been picked up 

mmmW&WWW& by SOA and should be 
•„ + ' ip stores in time for 

'* . * Christmas. Look for a 

fu review next 














Sony Imagesoft has done something that far to few compa¬ 
nies are willing to do. They have taken a title that when finished just 
didn't quite cut it and instead of just dumping it on the market and 
letting the big license sell it they pulled it back and had the develop¬ 
ers fix it up. I'd like to think that we played a hand in this decision. 
^ When our contact at Sony asked us what we thought of 

Dracula CD we told them that music was 


















































































































































d in this corner to avoid the falling spikes. Once 
they’ve fallen, jump up and kick the boss. 


This one’s a little tricky. Be careful of the moving spiked floor. As soon 
as he lowers the chest, jump onto and whack him a couple of times. 


Piece of cake ... use the water to dowse the flames. Once 
extinguished, pummel him into submission. 


First avoid the flying chicken bones, then get in one hi 
and drop below the teeth so you don’t get munched. 


lMML 


The Time Dominator’s final morph may seem hard at first, but with this simple pattern, you' 

guy, then jump over him while he’s flashing. Then when the big guy arrives, duck 1 -' 

soon as he begins to die, quickly drop (don’t jump) to the bottom right and wail 

Here they are! It’s all the nasty Time Dominator bosses from Socket. Although some of them are 
pretty easy to kill, you will undoubtedly end up in front of one of them with little or no energy. So here’s 
some patterns to help you get by with a minimum of energy loss (Socket runs on electricity). If you 
haven’t gone out and got Socket yet then DON’T LOOK!! you cheater. Go to the next page. 

M m ™ 1 m? 01 was? ini n j 


be watching the ending in no time. Just kick the fii 
here and dodge the electric bolts, once they stop, work him. t 
for the flying goo ball. Just stand here and kick him 5 times. 




































Stellar Fire, (totally unique to Stellar Seven) for 
the Sega CD is filially ready. In Stellar Fire you 
patrol the six moons of the planet Arctura. The 
game is set-up in a fast first person perspective 
where you must collect a series of crystals before 
greeting the level guardian (usually a large series of 
pissed off polygons) as you encounter hordes of 
fast moving ground and air enemies. Most of the 
bosses have great animation and an almost scary 
intelligence, especially if you get to close. The ani¬ 
mated polygon objects get increasingly better as 
you advance to the higher moons where even sta¬ 
tionary polygons blow fire and the moons back¬ 
ground graphics always change but the moun¬ 
tains never get closer (the only real flaw). The 
music and introduction in Stellar Fire are phenom, 
in fact the intro, compares favorably to similar 
demo's we’ve seen on the Marty. Stellar Fire is a 
unique shooter that although mild at first 
becomes increasingly addicting. Although there is 
nothing ground breaking here Stellar Fire offers 
some unique play mechanics to starving SCD 
owners and offers a nice ride to shooting and 
driving fans alike. - €. Storm 


6 MOONS 0F the planet ARCTURA 








Don't these 3D snow boarding 
scenes from Sony's Cliffhanger look 
familiar? Of course they do! It’s the 
Batman engine from the driving 
portions of Batman Returns by Mark 
O'Brian. Although the side scrolling 
action (although early) leaves much 


SOA wanted it perfect before we got our 
naporwn it. The^reason that this game may 
have such a wide appeal is because it is such 
a departure from SF2 rather than just another 
clone. Game Fan will feature a four page move 
guide on Eternal Champions next month. 


Another great new character is on his way to your Genesis. 
Data East's High Seas Havoc (starring Havoc) joins the likes 
of Sonic, Socket, the Gunstar Heroes, Bubsy, Sparkster and 
Aero. Will Havoc live up to the challenge and join the action 
platform elite? Find out next month. 


is a fish out of water starring in an action 





























_ Well, who do you think? Of course, it's 

ffL n// I 7^ Socket, o heck of o duck. He's got the 
rn n Mi LH y speed ond he's got the ottitude. When 

IS mil H this duck comes unplugged, he's 

chorged up for some very electric action, 
including o momentous duel with his revolting orch-rivol, Time Dominotor. 
Plug into Socket for o little RC buzz ond some fast times! 
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Bring terror to the terrorists. 

Cruise into town and rain on a 
guerrilla parade with your deadly 
whistler rockets. Send a mgssage 
to drug lords, dictators, gftf jjjpys 
named Saddam', 


This ain't "Treasure Island." 

We're not talking eye patches and 
Jolly Rogers here! These pirates 
pack enough firepower to blast 
you into the stratosphere. 


Hellacious weaponry. Locking 
on to enemy targets is a blast 
when you're loaded to the blades 
with Vulcan cannons, air-to-sea 
missiles, and AFG autocannons. 















„ Popful' mail, what an odd name, i 
What does it mean? I guess it must 
mean "really great game alot like 
Wonder boy in Monster world for t 
your Mega CD". Popful Mail is j 
Sega/Falcoms answer to Interactive . 
software. In this highly polished | 
action RPG every time you come , 
^ across a key character you stop 
and have a conversation complete 
j with animated faces and real voice, j 
' Besides that Popful Mail is a great ' 
action game with great music and 


incredible detail. Both your character 
and the enemies are animated com¬ 
pletely. The whole games just reeks 
of quality. Since the early rev we 
received from Falcom only had one 
complete level that's about all I can 
tell you for now. Popful Mail will be 
released this January 
Japan and will make 
it's way Stateside soon Cw 

after. - E. Storm w 





















JilSEk 


s & sllufel 


(pou^jtpsy^bf^Working Designs, 


B iiJr,incredible 3D adventure “Microcosm” to the Mega and Sega CD, judgir 
probfern recreating the excitement of the Marty version. 


- Sega 6f Japan Is readyitig a 16-Meg 
! Ij^nslatiprt of SNK’s Art of Fighting for 
::the Mega Drive. No word yet on whether 
* A0F Will make it out over here, although 
my bet is that it will. Art of Fighting will 
be available in Japan this December. 
P These are actual screen shots of the 
Mega Drive version. 
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Available becember!, 


M^fsyeloprwwiJ • ,Y‘s!.f£>r'the-,pawn ptYs will; 
tpttjtfkfati *• ^irig-tfiiithe merriest chrislms 


Engine/CD 


ISuj^rCD action game PC Cocoron is finally due out this november...it only took two years... 

Along with Fatal Fury 2 

B v' -v and World Heroes 2 

t: S ,<KV Hudson soft will 

.* release Art Of Fighting 
for the Super CD later 

3&W \ P ^ JSSG^ this year. This game 

i* Hjp M witl take ful1 advantage 

v * ; of the 16 meg upgrade. 

_ jN Could Samurai 

“■iftS ■ r, “-8<M*iia^.: Showdown be next? 

















So fun you could lose your 
head over it! 


Don't get all chohed up! 


Wear a mash and pack i 
powerful punch. 






16 megs of 
gruesome graphics! 

Deadly New Weapons! 

6 levels of monster 
bashing mayhem! 

Killer special moves! 
Non-linear game play! 
Multiple endings! 
Password support! 


Splfltterhouse 3 for the Sega Genesis is 
the kind of game rating systems were 
invented for. Check out the screen shots 
and see for yourself. 

























AN INTERVIEW WITH DAVID PERRY 


iw-ski and jet- 




DP: Once again, in America it is acceptable to have as dive, play unicycle hockey, target shoot, 
many as 12 programmers on one title. I think Jurassic Park, ski, swim and play tennis. 

or one of Sega’s titles, had that many programmers assigned What kind of music do you like? Will you be incorpo- 

to the job at crunch time. I have no idea how you can con- rating that type into your games? 

David Perry is the most sought after programmer in America, trol that many programmers on a project. When something DP: I love Techno and Classical music in video games. 
Not only is he brilliant with a development system, but he goes wrong, 12 fingers are going to point in the other Sometimes, the best part of a game is how the music 
is one of the most personable people we have ever met. direction. My company will try to centralize the processand builds in a particularly tense situation and brings you into 
For someone of his stature, that is very rare. Our new UK use programmers that are game designers. the play environment. Music can add to the whole feeling 

correspondents, Nick Brutyand NickJones (nojokes, please) How is it that you can make a phenomenal game like of the game and we are treating it with the utmost impor- 
pulled off the scoop of the year when they managed to Aladdin in just a few months while so many other compa- tance. We are not hiring sound people in-house but are look- 
find David, the man behind such Genesis classics as nies take a year or more to do a game and still come-up ing for the best team with the best drivers. 

Terminator, Global Gladiators, Spot and, quite possibly the with junk? What do you think about all of the Multimedia hype 

biggest title of'93, Aladdin (games he created in just months!), DP: The real solution to that was that everybody involved that we’re being force-fed? Do you think that MM can be 
and sit down with him for an extended interview and a intheprojectknewwhattheyhadtodotogetthejobdone. translated into a fun action game? 
preview of what is yet to come from Dave and his incrcd- Everything that people brought to me went straight into the DP: Interactive and Multimedia are two of the funniest words 
ible new entertainment venture, Shiny Entertainment, game. I spent more time in Aladdin putting things togeth- in the language.,.1 don't know what they mean-interactive 
Nick and Nick yanked David off of his unicycle, dragged er then programming. It was a good team that worked well books, I suppose. I've had companies call me and ask if 
him down to Game Fan and here's what's up with DP. together. The last month of development was 540 hours of they could use my name in some interactive product that 
work for me. I was coming in with bags under my eyes but they're starting. I ask them if they know what the word means 
“ n ? W ■ Ut Global Gladiators, Spot and we handed Sega a quality product that they could run and their answer is usually'no'. There are many types of inter- 
Aladdm, but what did you do prior to those games ? with. With some other companies, the development process action, there is no clear cut definition. 

DP: I have literally programmed 100's of games dating is actually worse than you probably think it is. The way a Give us your opinions of the 3DO, Jaguar, Saturn and 
back to 8-bit computers, such as the Commodore 64.1 game typically begins life is that the publisher will come Project Reality. 

think that the one people will probably remember the to you and say; “If we give you 6 months to do this game DP: The Saturn is what I’m excited about. It looks like Sega 
most is Overlord. That game was quite successful on many instead of 4 and the game is only going to be a 'bit' bet- has really thought about the details and the next level of 
platforms. ter, then we would rather have the sales now." That's a gaming. 3DO is just too expensive and is counting on ; 

corporate view. On a spreadsheet it may make com- drawing from the PC market. I don't know if there are enough 
... . . , . , , sense. You can’t argue with it. Logically, the number of those people to support it. I really don't have a feel for 

nl Z^Z ZJUZiZiTZ 7 l a , pa 1' , • , I; rUnchers a| -e correct. However, If you do put that extra the Jaguar. If Atari has the games, then they may have a big 

that “ l * t ° ,abl towtotheAmericans! bitofeffort.nthere,that'swhenyougeta''GunstarHeroes". impact on the market. As faras Project Reality is concerned, 
En3 ' and ' "J° ° f J h f pr ° 3rammers . and 3ame ultlmate, y 3 company’s value can't be entered into a spread- I don’t believe that it exists. Every time a competitor is about 
Z mLT . emp t '° yed by la /3® corporations. They sheet. The value of any team goes up with the quality of to roll-out a new product, Nintendo dreams-up some new 
IZ r ,] r y d0n,t the 3ame ' That corporate a ‘titude is rea "y short-term think- fantasy project. Time will tell but, obviously, I'm skeptical, 

that mam S ^ ^ are n °‘ inS : Sblny ’ s first title haVe a fuN12 month development What do you think about the rash of fighting games 
allv all that rpm!L ith' " keep !* up so the b ® 5t are usu ‘ per,od - that have been flooding the market over the last year? Any 

ally all that remain. I think that, as time goes on, the European Tell us aboutyour new company. Will you publish games, plans to develop one’ Y 

programming houses will become more corporate.Jt wor- develop, or both? DP: Gaming goes in cvcles This is the third rvrie n f «„h. 

but I think iVsinevitable. With my new company, DP: It's going to be called "Shiny Entertainment". The die- ing games. Currently,we have noplanstodoafi^hting^ame’ 


How does the gaming industry in the US compare tc 
Europe? It seems that most of the really good action plete se 
games either originate in Europe or Japan. 


thLt mv oloole oerZ ^i , SP , m l ask tlonary mean ' n3 of shiny is " h ' 3hly polished ’'< aad ‘hat's I think that there is a need for something new ?n the genre, 

best oLole the h cr IT' T uZZ ! type of product we are going to produce. We won't pub- I’ve seen Virtua Fighters and that looks interesting. lYn not 
^i P Z! n d d P tha best w ° rk - Rewa ‘ ds Wl11 be based llsh ,or a few y ears - 1 don ’‘ want ‘o expand too quickly. I interested as much in the genre of game that I develop as 
on performance and work generated, period. The Japan thing want to know every move that everyone makes before we much as the quality and uniqueness of that project When 
IndTdon^t know Ur h d *°t‘ d ° son ™ ethin3 ri S h ‘ take that leap. In a large corporate atmosphere, you can I program a game, I do it for myself. If I can'?biat it, then 

don’! know if it“c 7 f .. Tru Sh ° W “ P *° WOrk at 2:00 PM ' pick ' up your E - mail and leave '‘' s P^bably perfect. With Aladdin, the play testing was 

the fantasv stuff Ldtom^n /h k® ^ auf' 1 ? ey at 2:30 PM and no one would ever know ' bu ‘ 1 wan ‘ *° showing that the game was too tough for Sega's targetaudi- 
!?udvMo thi! ff d th b ' 3 eyCS 3nd b U ® halr '” m make Sure that we 3et thin3s done - We are startin3 with 6 ence but we d ' d n’t want to change it because we felt that 

WhZ vl JZ',i„ h ,w _, J programmers/designers + support people and will probably a much larger audience would buy this game.l'm interested 

When you get right down to it, what, exactly, does a pro- grow to 8 within a few months. We will also make use of in improving the gaming experience. 

„ outside sound consultants. Our first game is going to be a How would you go about doing that’ 

Mvokedi? 3 a am ™ er t S . a h tU |f^Hy-this's the fun part. Everybody licensed title for a major publisher. I am not at liberty, at For starters I would like to do a^pressure-sensitive joy 
rwers?!?far a^eltMothe n / ** “TZ ^ 2 ?* time ' ‘° tel1 you who '* is or what the 3ame is about - pad - Thin 3s like that are what change the level of interact 
ducer fee?s^that^e^s the^r<mtefr.Vth° n< if m f d '-*!! e 1 * company would ,ike to publish tha ‘ separa ‘ e| y-the tion and, thus, the quality of the game. This is something I 
the snikes nenlllt n,,*? 1, ' 7 h 3 ° f lons term ' we are lnterested in developing our own char- would really like to get to market. 

w from that center. The programmer acter and publishing a series of titles based on that char- Talk to us about HAM, Cine-Pak and other, so-called, 
machine FvZZnn that u ,*** P °‘ 3 “ eSS *° * e acter ' whlch could lead t0 carto ° ns ' licensed products, etc., methods of squeezing more color out of the Genesis. Gau 

goes into a game goes through the In the short term however, I am not committing the com- and Psygnosis both claim they can display more colors. 

. he h h !| S ,t CO " °i ° f What 9 ° es ln pany ‘° that- As you know ' it,s hit or miss - That wi " be an DP: There is a| ways a way to do more color, it's just a mat- 
desktellinn'nie tcfdo'this^ind'thaVu'Hnacn't^k ° n 7. ° n - 3 °' n3 pro i ec ‘ for us ' sh ° rt ‘ e ™-' want to do the Aladdin ter of what you lose. Besides, it is unnecessary. Additional 
nf Hifforonro w h d0 f" d * doesn 1 make a blt of next year. colors are not going to make a game better. I'd rather see 

lfr!l!nc t h W h What we C a pr ° 3rammer override' What type of games will you develop? the time and effort going in to making a better game. On 

A?inn 0 pr03ra h mer Ca " , d n 'I hate ? r the he 5, k he DP: ’’ ve become known for Action/Platform. You’ve only seen the Genesis, you can get all 512 colors out of the palette, 
?onnH nrnrt, ?f fh cach . pers ° n f,lls hls ro 'er you will get my Genesis titles. I’ve done strategy, 3D flying-almost every but at what price? Memory restrictions and processing speed 
a good product. If the producer has a good reason for some- genre that exists. Platform games aren’t all that I do. I'm real- make it inefficient to use that many colors and the bene- 
thing not to go in, then it won t go in. The message here is ly interested in pursuing 3D and rendered objects on screen, fit is minimal. 

to your programmer". If the programmer is inex- I want to use polygons in the most unique way possible Where do you see the industry going in five years’ | 


penenced, then the artist and designers will have a more and with the fastest speed possible. I want to use the cheats’ What would you like to be working on at that 
:'^ C h U '‘'° b „ F ° r ?!‘ ampl V p t°3 r ammer may tell the artist that we’ve developed over the years to help us achieve DP: In five years, I think most of the industry is going to be 
“I 2 bl0 . cks of Sophies tc. use to create h.s lay- this. I want to do something different.,.1 don't want to go in California. I don't think it will change that radically, how- 

^anddoeshis job, then the into space. It will be something else. I personally like the ever. There will be different armswith all of the'Multimedia’ 
?nH 9 h!T»? r d h i*„?l h hasnt included sprite space sensation of flying and diving through tunnels, forests, and 'Virtual Reality’ represented. The next step will have bet- 
and he actually has 1,000 blocks. This can be very frustrat- etc. I’d like to do something very realistic, where you ter color, higher res. and incredible 3D but nothing really 


l be very frustrat- etc. I’d like to do something very realistic, where you ter color, higher 
""?* . ,, , , , could f'de your motorcycle, jump off of it and go through revolutionary. 

You talked about European programming becoming more a building, you know, a total 3D environment. David, we thank you for spending time will 

corporate. Many development houses that we are familiar What are your favorite games right now? Good luck with Shiny Entertainment and in all 

Z'ZnZZJ, !Hw a ZZH P ,7!Zl "! 3 ? y '°! tePWnmmers DP: Gunstar Heroes and Rocket Knight Adventures. endeavors. We hope that you keep us posted on the 

U - What are your hobbies? development of your titles and that you'll come back and 

DP: People tend to think that programmers are nerdy. I scuba talk with us again. 


is today. 
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“Not since Zelda and Soul Blazer “Shadowrun is the best reason to buy 

has there been an action RPG an SNES.” 

like Shadowrun!” — Gideo Games S Computer entertainment, May 1993 


— OieHard Game Fan, June 1993 

smmm 



LTbSa 


Shadowrun is a re 


“Shadowrun could be Super 
Nintendo’s best game yet. 

I literally couldn’t put the 
controller down!” 

— Game Informer, May/June 1993 

ic.,1B50 Little Orchard St., San Jose CA 95125. 

jgistered trademark of FASA Corporation, used under license by 

ic. © 1992 FASA Corporation. Nintendo. Super Nintendo Entertainment 

fficial seals are registered trademerks of Nintendo of America Inc. 








"BOWSER'S 

THE SOFTWARE TOOIWORKS PRESENTS 
A GEOGRAPHY LEARNING ADVENTURE 
THAT'S WAY COOL!!! 


(Nintendo) 














GOT Ml!! 


Deep within Antarctica, 
the evil Bowser has kid¬ 
napped Mario and plans to 
flood the planet by melting all 
the snow. Bowser has the 
latest in high tech - the 
Passcode Operated Remote 
Transportation And Larceny 
System (PORTALS). Using 
the PORTALS, Bowser's 
lizardly henchmen steal off to 
famous cities where they commit dastardly deeds. 


friendly (and not-so- 
friendly) natives, collect 
valuables, outsmart the 
thieving Koopas, master 
the Globulator, and then 
rescue Mario in a 
surprise ending. 



Travel the world instantly 
through PORTALS 


It's up to you and the 
"ever-true-to-his-bro" Luigi 
to travel around the world, 
rescue national treasures and 
find the missing clues to save 
the world from destruction 
by Bowser. You'll explore 
exotic locations, chat with 



Snap a perfect picture in 
famous cities of the world! 


G0 else' \ 



For NES®, Super NFS® 
Macintosh®, IBM® PC 
& Compatibles and 
Multimedia CD ROM 




MARIO IS MISSING! has great 2-D and 3-D graphics, 
a new Mario music soundtrack, lots of help screens and a 
fold-out map to help you keep track of facts, 
clues, photos and data. 


Best of all, it's 
Mario's greatest 
adventure yet. 

Around every shad¬ 
owy comer, in every 
exotic city - there's 
always something new! 


Keep track of your clues, 
facts and cities with your 
fold-up map 


MARIO NttDS 
YOU NOW! 

Mario has been your true-blue friend for years. Now, he 
needs your help. The evil Bowser has your favorite plumber 
in his grasp and it's up to you and Luigi to rescue Mario and 
save the planet from destruction. 

And it's time for you to be a Mario hero! 


For the dealer nearest you 
or to order, call toll-free 


1 - 800 - 234-3088 


MARIO IS 
MISSING! 



™and ©Nintendo of America Inc. ©1993 The Software Toolworks, Inc. All Rights Reserved. Mario Is Missing, Mario, Luigi, Bowser, Super Nintendo Entertainment System, 

Super NES and NES are registered trademarks of Nintendo of America Inc. IBM is a registered trademark of International Business Machines Corp. Macintosh is a registered trademark of Apple Computer, Inc. 
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the P ro 9 ram does). 

SE also features new g—■ 
Mode 7 3D sequences p|gOj“ 
that are patterned on those that rfB 
were so successful in the original. bjj 
■I This time around, you get to pilot 
£51* the Snow Speeder over Hoth; trying *’1^1 
— to destroy probes, bikers, AT-ST 
J Walkers and AT-AT Walkers, fly 
HU trough space in the Millennium 
|j| Falcon destroying Tie-Fighters and injif 
’zsszzsss zoom through a Technicolor sky in [jfejfljaL 
the X-Wing, battling Cloudcars. "Ip?® 
f) Fortunately, the game is very difficult and is ^0® 
<! not just your basic move and shoot. Super 
Empire requires that you analyze every level 
I and make wise weapon selections. If you try to 
move as quick as you can-rushing through a level, 
shooting all of the way, the game will be over 
g before you can blink and you’ll be staring at Yoda’s 
J] ugly mug once again. Take your time with Super 
Empire Strikes Back. For Star Wars fans, this game 
j will be at the top of their wish list this Christmas 
1] and they are not going to be disappointed. Not only 
does Super Empire Strikes Back have great 


















































graphics, excellent music and sound but it also 
offers one of the best challenges to experienced 
game players available on the SNES. 

The Dark Side will not be conquered ^ M 
easily or quickly. With Super \\ 
Empire, Rebel Assault and 
OjfSy) Sega’s new arcade game all com- 
"sHf ing soon, 1993 has turned out to be ■■ 
a great year for the Force. - Talko Jala 

























































i ne secret or iviana continues squaresoft’s long tradition of producing quality Role Playing Games and, for RPG fans, is 
one of the most anticipated titles of 1993. With a great, involving story and excellent graphics and sound, Mana is sure to 
compete for RPG of the year. As a helpful hand in getting you through the second half of the game, Game Fan offers the fol¬ 
lowing Strategy Guide which picks-up where the game manual left off. If you look at the top screen shot on the first page of 
the Mana game manual and the first part of the Strategy Guide text, they go together. The same logic applies throughout 
the guide. So, fellow RPG fanatics, grab your swords, cartridges and this Strategy Guide and follow me...there are unknown 
dangers lurking ahead! 

1. When you are fighting the demon, arm the 2nd character with magic to keep healing everybody after you hit him. 

2. Then go upstairs and talk and you will receive many items. Then go to the blacksmith’s shop and soup-up your ax. 

3. After that, leave and go back to Pandora. 


4. At the bottom of Pandora, there’s a woman...talk to her and she will vanish. Now, go down to the castle. 

5. Explore the castle and level-up as much as possible before fighting the castle boss (it is a wall and takes about 800 
points to kill) and take a couple of Faiere walnuts...you’ll need them for magic rejuvenation. When you fight the boss, hit 
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him in the center (middle eye) and use the little girl’s Earth Magic. Four to five hits and the boss wall 

6. Talk to the King in the room and he will tell you to go to Luka’s Castle. Now, GO BONEHEADS, GO! 

7. At the Water Palace, Luka will tell you to go to the Gaia’s navel and rescue the Mana seed of water. 

8. At the center of the Dwarf Village, you will see the King of Pandora and a little dwarf. Talk to him and then go on to the 



snip. 

9. In the center of the ship, you will meet the boss of the Scorpion Army. He will make you fight Kilroy, his killer robot who 
has been made with Luka’s water seed. Now, go fight! He will take about 1,000 points to kill him. 

10. After beating Kilroy, you will have to travel back to the Water Palace to talk to Luka once again. 

11. Once inside the Water Palace, you will notice that there are now enemies in the room. 
Don’t worry, there are only a few. When you reach the center of the palace, a bunch of people 
will be there. One of the Empire’s bosses will send you to a dungeon to fight a 2 headed 
dragon. 

12. Beat the dragon, then go talk to Luka and she will inform you that you must go to Lofty 
Mountains and see Sage Joch. 

13. Go to where there’s a guy standing next to a cannon. You will pay him 50 gold pieces and 
be transported to the upper land. 

14. Once you arrive at the underworld, you will come to the winter section. In this section, get 
your weapons souped-up at the blacksmith. After this, go in to town and kill the three 


























porcupines. This will return the town to normal. Now, there will be four 

seasons. To get to the town, start at the winter part and go through *« *j .j 

counter-clockwise as fast as you can through the seasons and a town ™* f 

passage will open. Once in the town, you will fight a big bird. 4j — --- -sw j \ 

15. Go to the castle and talk to the little boy’s grandfather. 

16. When you meet your grandfather, he will give you an orb and a friend; 

Sylpid, a little magician. Go back to the crystal and have your friend ana- ; 

lyze it...he will help. K J 

17. On the crystal, use the Air Blast magic and it will open up a passage. 

18. Go west, then go north until you reach the cave. 

19. Inside, you will find a forest containing of a castle and a town. 

20. Go in the castle and talk to the King. He will tell you to go north to the • ' 

cave. Now, it’s time to fight. 

22. In the cave, there will be a crystal. Use the little guy’s Earthquake ^ 

magic and, once you have done that, you will be able to fight the boss. 

After that, you will rescue the bird and the King will tell you to go to the ■ ..TT, — J™. j r j 

desert. 

23. Go to the cannon and pick the left name. That is the desert. In the 

desert, you will find nothing. So, just fight and, when the time is right, your characters will automatically find a ship. Don’t 
panic and think you’re stuck...that’s just part of the game. 

24. After you look through the ship, the Empire will attack. 

25. After you beat the flying motorcycle, talk to all of the men...they will tell you what to do. 

26. In the town, buy as much armor, weapons and food as possible. When you’re ready, leave and go to the Fire Palace 
northwest of the town, but not before you go to the Ice Country. 

27. Once in the Ice Country, you will have to save a deer’s master, who you will find in the Ice Palace. When you are done 
talking to the deer, go in the house and open the treasure chest, two spear orbs will be inside. 

28. When you fight the boss in the Ice Country, remember to have a lot of walnuts to get magic back. The boss has 1,000 hit 
points and should take 4-6 minutes to beat. 

29. After that, go to the town and open the kettle and you will receive Salamando, the Fire Magician. 

30. Go north to see Neko and save your game. Now, go to the palace. 

31. When you fight the boss in the palace, use as much Fire Magic as possible. Once you beat him, go back to the Fire 



32. In the Fire Palace, there will be 3 crystals. 

33. Fight the boss. After you kill him, go to the woman at the top-left corner of the 
town. She will give you the code to enter the castle. 

34. Once in the castle, you will find the towns people and they will tell you to go to 
the castle. In the town, get all of the food and weapons that you can. 

35. Go to the castle where you will fight the wall again and, after that, you will find 
Dyluck and meet the boss. 

36. Us the little guy’s Rock Magic on the bat and it will take you about 10-15 hits to 
kill him with that magic. 

37. Leave and go to the town again and go to the cafe. After you talk to the owner, 
go to the castle, where you will have to fight two bosses (both are easy to defeat). 

38. When you get to the part where you can’t pass over the 4 icons, push the lever 
on the left side and go meet the King. You will fight again and get your bird. 
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Takara continues theirl6-bit translations of Neo Geo titles 
for the SNES/SF with Fatal Fury 2 (Super Fatal Fury in Japan), the 
20 meg follow-up to last year’s SNES game. Besides offering over 
twice as much memory as the original, FF2 brings with it new fea¬ 
tures that include; a Street Fight mode that allows you to pick 
your fighter, stage and handicap and a Battle Royal that allows you 
to pick up to 12 characters and your friend to pick 12 so you can 
battle it out and see who the real champion is. The game looks to 
be a faithful conversion of the arcade game, with all of the charac¬ 
ters, moves and background graphics accounted for. Fighting 
game fans will have to be satisfied with this preview for the time 
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) US Gold and System 3 ore about to moke puz¬ 
zle gamers very happy uulth the release of 
Super Putty for the SN€S. SP has a decidedly 
European flavor to It as you control a Silly 
Putty-like blob who must use his morphing, 
jumping, stretching and melting ability to con¬ 
quer the evil wizard Dazzledaze and his side- 
kick, Dweezil the Cat, In over 6 levels (18 
stages) of puzzle action. What mokes Super 
Putty stand above most other puzzle games 
on the market is the unique characters and sit¬ 
uations that the designers have created for 
Jthe game. From Putty Moon and Funky Frelda 
to the Twilight Zone and Bubble Lou, Super 
Putty Is not like any puzzle game you've 
played before. Vour goal In each stage is to 
release the 'Sots' (robots) and get them to 
the stage's safe place. In the earlier levels, 
the bots are frozen in ice but, later on, they 
begin moving around the levels, looking for 
their own route to safety. Another Interesting 
feature In this game Is the number of moves 
that Putty can execute. In addition to the abil¬ 
ities mentioned above, Putty can take on the 
form of some of the characters that he absorbs 
and he can inflate to catch falling friends. 
Super Putty is the type of gome that you like 
to 'tinker' with. Vou might play It for a while 
today, come back to It next week and beat It 
two months from now because you'll want to 
explore all of the different possibilities In 
each stage. Its colorful graphics, great sound 
and music and sense of humor will Instantly 
grab you and the unique game play will 
keep you coming back for more. - Talho 
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explaining all of each ch; 



and are 

control and moves are basically identical even in the way you input the com¬ 
mand. Out of all the characters, these two fighters are the best ones to choose in 
the game. 


(NWMH 


is a character that, when pitted against the other challengers, would be 
considered the weakest because he has only one move and has a very weak 
fighting style. Even though he is called the master of modern fighting, stay away 
from him as much as possible if you want to make good progress through the 
game. 






, known as the Terrible Typhoon, is one of the strongest characters and 
has a ton of special moves, which are very easy to perform and take massive ener¬ 
gy away from your opponent when performed correctly. He, like the other fighters, 
does not have many weaknesses. The only one that I found was that, after you per¬ 
form his Ultra Drop Kick or Sliding Kick, your left open for a very long time. Enough 
time to where your opponent can easily throw you or do a super move on you. In 
any case, Jack is way gnarly and one kick but fighter. 





is a Chinese martial arts fighter with 3 very special moves that, if per¬ 
formed fast enough and if you know his style of fighting, can be considered the 3rd 
best character in Art of Fighting. His speed and great skill come in handy when 
fighting very talented fighters like Robert and Ryo. Even if you are an expert with 
Lee, most people will find him to be a blast. 



, the bouncer at Mr. Big’s Restaurant, is one mean woman who kicks butt and 
asks questions later. King, the master of Muetai, is known for her deadly Whirlwing 
Kick and her awesome 2-Layer Flying Kick, which comes in handy when fighting 
slow opponents and even faster opponents. Because of her speed, veteran fighters 
will have a blast stomping on other fighters that are big and slow, like Jack. 
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, the huge reggae dude, is a force to be reckoned with. AlthouZgh he has 
only two moves, his punches are considered to be lethal weapons because of how I 

much power each hit packs. In spite of his lack of speed, people that are patient and 
are willing to stay back and wait for opponents should have a blast with Mickey. <*•>= 







known by his friends as the Killing Machine, is the man to play in Art 
of Fighting. John, like Robert and Ryo, has 3 special moves and is considered to be 
the 2nd best in the game because of his Flying Attack and his super combo; the 
Overdrive Kick, which hits the opponent about 4 times. John drains energy faster 
than anybody else in the game and is very easy to play. 


r 1 



, who is one of the last bosses in Art of Fighting, is a great character but his 
moves are very difficult to perform. So, for gamers who wish to control Mr.Big, it's 
going to take a lot of time and practice. When mastered, however, he is one of the 
best characters in the game and will give you hours and hours of victories. 
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, the last boss in Art of Fighting, is one of the best charactesr in the 
game. As far as control and speed go, he is exactly like Robert and Ryo. The best 
thing about Karate Man is his super combo that takes almost all of your energy and 
is almost impossible to block. 
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i I have been very patient, I’ve done 
r my time in the SNES waiting room 

I and now finally another likely 
megahit is about to be released by 
Capcom, makers of Ghouls & 
Ghosts, Bionic Commando and of 
course Mega Man. This first install¬ 
ment on the Super NES has major 
potential. We were allowed only a 
couple of hours with this 75% ver- 

I sion so I can’t tell you everything, 
but I can tell you these positive 
points; The first thing I noticed was 
the excellent control and animation 
of the new 16 bit character. The old 
Mega Man is gone, see ya, and a new 
shiny hero has taken his place. This 
new MM can jump much higher, 
run faster, charge his weapon 
and stick and climb on vertical walls. 
That’s in his stock suit, there are 
of course many more. The 
levels themselves in this ver- 
1 »sion (although early) 

& fr seem a bit easier but 


the end bosses again 
require complex pat¬ 
terns and the right 
t suit to defeat. 

Graphically, Mega 
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Capcom action titles, it’s not quite s 
Magical Quest and it’s not as detailed as 
Ghouls & Ghosts, it’s more futuristic, sim¬ 
ple but effective. The character place¬ 
ment in X is more sporadic than the orig¬ 
inal but they are of course extremely 
well drawn and do there best to take off 
a little energy before you get buy. Next 
month, we will bring you an in depth fea- 
this long awaited 16 bit sequel 


ture on 1 

which will undoubtedly be one of the 
biggest games of the Christmas sea- 
A son. See you then! - E Storm 
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INTERPLAY ■ 2 PLAYER • 16 MEG • DEC 


Bad Mr. Frosty • Likes: Snow • Hates: Fire • Wants: Winter 


Snowplow • Motto: Chill Out! 


Helga • Likes: Food • Hates: Salad • Wants: Cookies • Job: Singer • Motto: Eat!! 


As most of you who have been reading GameFan for awhile know, we have been following the progress of Clay 
Fighter since its inception. It became apparent early-on that Interplay had a very special game on their hands. The SF2 
phenomena was at its pinnacle and the designers wanted to do a game that, while having all of the long term play value of 
SF2, would not merely be a clone but would define an entirely different style for one-on-one fighting games. Now, a scant 


Taffy • Likes: Candy • Hates: Dentists • Wants: Candy • Job: Candyman • Motto: Stretch 


months after development began. Interplay presents 


nine months after development began. Interplay presents one of the most creative, funny and exciting games of 1993. Cla\ 
Fighter breaks all of the rules for the fighting genre by concentrating on the humor of the site gag vs. the pain and blood 
Elvis (Blue Suede Goo) fires at you with his Pompadour. Ickybod Clay chucks his pumpkin head at you, Helga. the 
Norwegian opera star, sings until somebody feels pain and Taffy Man is what Gumby would become after about 6 months 











i 


Blue Suede Goo • Likes: Music • Hates: Helga • Wants: Guitar • Job: Musician • Motto: Oh Baby! 



J 


lekybod Clay • Likes: Night • Hates: Day • Wants: Night • Job: Fright • Motto: Run!!! 



of hard labor. As great as the theme and sense of humor are. and with Claymation character graphics and voice and music 
(the intro, has a special surprise in store for you) that set new standards, it is the game play that sets Clay Fighter apart 
from all of the SF2 wannabes. In fact, the special moves in the game are executed in a manner very similar to Street 
Fighter. The control over your attacks and combos is excellent and you won't soon tire of the Blob using his buzz saw 




Bonker • Likes: Pies • Hates: Crying • Wants.: Buzzers • 

move to make Bonker the Clown twice as funny or Bad Mr. Frosty using his Ice Breath to freeze-dry the King’s do ("Hey, 
watch the hair man”). I can't say enough about the quality of this game. Interplay is to be congratulated on having the fore¬ 
sight, ingenuity and creativity to take a chance on tweaking with a legend and launching a pie-in-the-face at all of the me- 
too” fighting games...absolutely brilliant! Talko 


Blob • Likes: Clay • Hates: Hair • Wants: Clay • Job: Claymaker • Motto: Bounce! 






KONAMI • 2 PLAYGR 


One of the many new fighting games ready to hit 


secret move that must be found to perform. Another 
bonus is the number of characters you can pick from (10) 
and the characters are really excellent. They range from 
Shredder (he’s like M. bison) to Michaelangelo (the tur¬ 
tles version of Ryu) who I believe the best character in the 
game. There’s also two hidden characters that will be 
announced after the release of the game. In addition, the music 
is awesome and fits the game perfectly. It’s like turtles music 
with a kick; heavy metal, but turtleish. The game really has to be 
played to be believed- it’s just that good. There are 10 characters 
to pick from, a speed adjustment feature that is as fast as SF2 
Turbo, over 10 stages and a story mode. Tournament Fighters is 
n -«■ Yoshi 


retailers shelves this holiday season is Konami’s 
Tournament Fighters; the incredible turtles come 
back. This is one awesome 16-meg fighting game.ln 
fact, out of all of this years fighting games, this 
one ranks among the top. Although the game is let¬ 
ter boxed like most of today’s fighting games on the 
SNES (they do this to save memory and so the SNES wont 
slow down), there are many things I loved about TF. First of 
all, the control, it has the best play mechanics of all the 
new fighting games, except for Super SF2, and the combos 
you can do and number of moves is truly exceptional. 
There is an average of 3 moves per character along with a 


put together perfectly. 
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Back in December of 1992, NCS/MASAYA 
(the developers of such classics as 
Cybernator and Prince of Persia for the 
SNES) released Ranma 1/2-2 for the Super 
Famicom and that game proved to be an 
instant hit with fans of the Japanese anima¬ 
tion series and one-on-one fighting freaks 
alike. It was once thought that this game 
would not make it to these shores but, 
thanks to overwhelming demand (and 
DTMC), Ranma 2 will soon 

be available for the r — =:■■■■ -Y < ■■■:■ . ; - . 

SNES. When I first heard \ ijjjj r \*p 

that Ranma 2 was coming j. 1 

to the U.S., there was :v? 

some concern on my % l 

part...visions of Street 

Combat ( SNES Ranma 1) 

were still fresh in my 

mind. Unlike Irem, DTMC || ^ 

left Ranma intact, so 

gamers familiar with * ? w * 

Ramna 2 will feel right at ■ 

home and everybody else 

will get to see what they 'W** s? 

were missing. As we all 

know, the most impor- l3g>| 

tant part of any fighting 
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DTMC • 2 PLAYER • 8 MEG • NOV. 


the game is the animation: all the characters throb when they stand still but, 
when they jump or spin around, you can see their hair move in the breeze...a nice 
touch. There’s even some weird stuff thrown in and this really gives the game 
some welcome character-things like a huge Panda (Genma) who can crush you 
into the ground by jumping up and slamming you with his butt, or a huge evil bull 
( Pantyhose) who flies around on tiny angel wings, or my favorite; Gosunkugi, a 

en hammer and candles 
on his head. If we’re 

lucky NCS/MASAYA will S?i ^ 5jSjgS 

make the third game in v 

the series but, for now, ^ IV ''Vrj vv; V^** )r kM*Sr&* Z 

this should keep our 


hands full. K.LEE 
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OCEAN ■ I PLAYER 


Prepare yourself to be more surprised then perhaps you I 

have ever been with a Super NES title. Ocean has broken new i « 

ground and at the same time brought us a game of Jurassic I ■*_ .. . 

Park that does the visually spectacular movie complete jus- I . . ] jllNV Su 

tice. This version of JP is divided into two segments, overhead I 

action and 3D first person adventure. Although both portions I 

are among the best in there respective categories, where JP 8 

really shines is in the 3D. I had no idea that the SNES was 

capable of such smooth scaling, probably because until now no one has taken the^^^ 
time to tap these resources, but I am glad they finally have because the end result is 
refreshing break from the norm and one of the most addicting SNES games I have ever^ 
played. You assume the role of Dr. Alan Grant, world renowned Paleontologist. As you know 
(assuming you’ve seen the flick) things have gone awry in Jurassic Park where once extinct dino’s 
now run free in the worlds most incredible animal preserve located on an island off the coast of 
Central America. It’s up to you to restore the systems and get off of the island. In order to do this 
you must first activate the motion sensors, by powering up the main generator and computer, 
secure the Visitor’s Center, stop the escaping 
Raptors, destroy their nests, radio for help and 
finally make your way to the helipad. This may 
’jmmmmmmmmmmmmmmm be easy to grasp, but it is quite difficult to do, 
but man is it fun! Get ready to explore and 
memorize the beautiful but tricky 3D mazes of 
Jurassic Park. By combining spectacular 
'•? graphics, superb playability and mes¬ 

merizing Q-Sound the designers and 
programmers have managed to 
I • WM allow you to feel the action like 

I 3% ' * * never before. You never know 

! . ’ what may lie on the other 

_ side of a door, it could be 




















1_ hallway or it could be a nasty Spitter or 

Raptor ready to lunge. I found that hanging '%jka 
_ I in the doorway, just peaking around the corner 

in\M i S) H I was the best way to successfully negotiate a room or 

„ I passage, survey the area then make your weapons selection 

J I and come in firing. Don’t just rush in or they'll be all over you 

I before you can react. You can only continue twice; so be 
careful, especially in the opening segments, when you are 
most vulnerable, you’ll find yourself in these mazes most of 
the game so get out a note pad and some graph paper. There is no on screen map 
and there is much to remember and return to. The overhead portions of JP take place 
mostly when you are traveling to a new location and are also done 

very well with good control, excellent, colorful graphics and a constantly changing assortment of 

tracks enhanced by Q-Sound. Watch out for Raptors and Triceratops here and if you see T-Rex 

...run!! For your defense you have an excellent assortment of weapons at your disposal including 

the cattle-prod (good for smaller dino’s but weak against the big gnarlers) a shotgun (a decent all 

around weapon) a missile launcher (now we’re talkin’)a tranquilizer gun (good for slowing down T- 

Rex) the gas grenade launcher (good for long 

distance attacks) and the bola (the most 

destructive of the lot) To put it lightly, Ocean 

successfully created a unique new game for the 

SNES combining action and 

adventure along with the length 

and playability a game needs to £ "’*• M . ^ 

satisfy even the most demanding ' * 

gamer. I look forward to more 

games that make use of this V ■ ■ ■ ,-,-,0 Sc ic n 
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Remember Rastan, or how about 
Conan? Mythological warriors were 
once a mainstay in our industry. 
Games like Golden Axe and Rygar did 
good business. Then, with the incep¬ 
tion of fighting games and their super 
human characters and action games 
with such stars as blue hedgehogs 
and happy plumbers, these once 
mighty side scrollers fell from grace. 
We want play mechanics! The gamers 
cried. So, the face of gaming changed 
accordingly. If you are one of the 
many who miss these mindless, car¬ 
nage filled side scrolls, then you will 
be thrilled with Legend. Not only 
does this game sport arcade quality 
graphics and sound, but it is jam 
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packed with 1 or 2 player sword and ax play without a 
moment to rest. So, if this is what your into, here it is. 
However, if you are looking for any kind of play mechan¬ 
ics or strategic action in your game play then this is not 
your game. This is strictly walk and fight or, if you just 
want to jam through each level, simply use the jumping 
attack over and over and over...you get my point. Do 
great graphics make a great game? Well sometimes- 
maybe if that game is meant to be one dimensional, and 
I’m pretty sure this one is. So, I will neither recommend 
nor discommend Legend. You know what you like, 4 j 
act accordingly. - Mr. Goo 
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v v v v '• ^ *s-T- ^ Lester the 

~ r ,-?T~7??’**C r '-~ r '* Unlikely i s 

I rrrr/; r:;'' 

• * j..|j unlikely 

'1 he ™ *" 

unlikely 

story. You 

SEe > Les is a yeeb; part goober, part dweeb. He 
wakes up an an island, drenched from the pencil 
neck down. Lester falls asleep an the docks and is 
accidentally loaded an tn a freiyhter that is then 
hijacked by pirates. Lester falls overboard and 
swims to an uninhabited island. Like any red- 
blooded American teenayer, he wants to yet off 
the island, yet back home and continue his 
| daily eat and sleep routine. Lester 

must make use of his limited physical 
Jtskills to yet past all kinds of island- 
based baddies. It is your job to help 
him fiyure out how to survive the 
many difficult situations he will find 
himself in. For example, one level of 
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Ocean is bringing ail of the hi jinx and hilarity of Dennis the Menace to the SNES. This 
action platform title is loaded with 5+ levels of mischief as the Menace unwittingly irri¬ 
tates good ol’ **" — -- ‘ - ... . - ■■■■- — 


Mr. Wilson, Margaret and other obstacles in Dennis’ life. The graphics in 

this game are the big standout. The cartoon char- 

acters are large and look fantastic and the back- 

grounds, especially in the later levels, are insane! If ^ gp'jj 

The color and scrolling is _ I] | (jl 

some of the best around. In~r£&k || n | jl 

addition, the game has a x' vS y I] _p!lAl 

high degree of x, ( ll . _ „ 

difficulty. /S2 

Dennis has three 

weapons to help 1 

him get through for" 

Mr. Wilson’s jK; If ~ "V^Tnl 

house, to the ] r>. [1 | ] 1 [ j 

park and beyond; f | [ 3 J ( [ 

his squirt gun, ] || II K j| 11 

pea shooter and, \ |l ^Lj| 

of course, his *w r/. - n h • i. E, 



































trusty slingshot. The play mechanics are essentially the same 
throughout the game; avoid, shoot, run and find the Dennis coins 
to finish the level. Dennis the Menace requires patience 
land perseverance to succeed. If you’re looking for a 
quick run through an action/platform side scroll...forget 
it. Only if you think, plan and then react will you beat the 
clock, Mr. Wilson and the game. Ocean has a strong line- 
for this Christmas season with both Dennis and 
urassic Park loaded on their sleigh and both of 
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A rift in what you humanoids \J» 
call the time continuum will allow * 

Tirmat to savor your untimely death. You y 
see, our disruptors will enter your temporal l ( 
space and destroy your ancestors. you and i 
your offspring will disappear as if sucked - 

into a void. Of course, 1 love a challenge, \ 
so if you would care to slip through the 
temporal vortex and follow me to an 
W r earth of bygone days...But where 

will I be? One thing is certain; rJBp 
JP, your time has come. .. 




Bullet Proof’s first action/ adventure for the SNES, Obitus the quest and creates an interesting new play environ- 
is ready to go and scheduled for a December release, ment. Get ready to chart your own course, as no on 
The basic premise behind this unique 1st. person and screen map is present .The forests and labyrinths you 

side scrolling game is to gather the ^ ^ _ must traverse are long and can 

four Gems of tranquillity which become quite confusing. The side 

once protected the kingdom from view is strictly action where you’ll 


darkness and ruin, and return them .H 

to their rightful place in the Tower 
Obitus. During your quest, you 
must seek out weapons and useful f 
items, gather clues from the inhab- . ^ 
itants of the land, and defeat the \ 
evil creatures that block 
your path. Obitus fea- . 
tures two unique per- - * .)■ 

spectives: 1st. person «Sk|; ' T " 
and side view. The 1st. 
person viewpoint uses some incredibly 

r smooth scaling previously unseen on the 
SNES which adds a sense of realism to 

ill 1 ! 


must traverse are long and can 
HiHHl 13600,116 quite confusing. The side 
view is strictly action where you’ll 
explore the castles of Obitus room 
by room collecting necessary 
: j! items and weapons, and then of 
’Jll course there are the enemies. They 
r vi range from demons to trolls and 
wizards. The fighting is standard 
/' rpg fare but is well balanced 
and your weapons are eas- 
JHHj ily accessible. Obitus ^ J 
; : promises to be an 


* promises to be an 
involving quest and a 
good challenge for gamers in this genre, 
its a little light on action but the adven¬ 
ture is yours for the taking. 














EVIL IN ITS BLACKEST FORM HAS 


BEEN RELEASED UNTO THE WORLD. 


AND THERE IS ONLY ONE WAY 


TO RESTORE PERFECT ORDER. 




U N D E R T-A K E DANGEROUS J 0 U R 



i mo d a hi. aarud vi m- o.i f a n 



KNOW IT WILL CEASE TO EXIST. 


Brought to you from the makers of the Final Fantasy® series. 



seamless flight animation & Long game play & Simultaneous 
3-player capability & Player’s strategy manual and map & 
Battery back-up that saves up to four different games. All of 
which adds up to an exciting new playing experience. 

So what are you waiting for? Uncover the Secret today. 



Journey to colorful 
villages where you 
can buy special 
foods to restore your 
powers, or secret 
potions to overcome 
black magic. 













Sengoku, another Neo Geo 
translation is about to hit 


nal. Look for a full review in 


eral different types of play mechan¬ 
ics including overhead driving, side 
scrolling action, first person and a 
3D shooter and basically follows 
the premise of the movie. Look for 


Claymates, Interplay's second title using the art of elay- 
mation will be arriving in the first quarter of ‘94. With all 
the excitement surrounding Clay Fighter, Claymates is 
sure to be another hit for Interplay. In the game, you can 
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Suit Gundam is a must buy for patrons of the 
Import market or collectors of this popular series. 
Not only do you get a pretty cool game, but the col¬ 
orful Japanese box looks neat In your 

collection. - Takahara D= 
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entry form and get hit v 

orms must be received 
cember 31,1993. 


Based on the super-hot 
NEO-GEO coin-op, Ryo and 
his friend Robert need all 
their strength and skills in 
South Town to rescue Ryo's 
kidnapped sister. They 
must battle and defeat 
the. toughest villains ever 
assembled. All these fight¬ 
ers are big, powerful, 
strong - each'with special 
skills you'll love to use. 


Huge graphics plus 
blazing-fast animation 
Cinematic zoom-ins and 
zoom-outs 

Big cast of characters - 
2 heroes and 8 others 
Dozens of secret moves 
to discover and master 
Extended stereo sound 
effects 

For 1 or 2 players 


iift for Entering! 

™ ^ ^ While supplies last. 
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Determine the 
[outcome of the 
lopening story! 

A vast world • 
i of RPG! 
[Includes 
i Battery-backup 
[system! 


TAITO 


VOUft actions determine the outcome of the opening story! 
A oast world to explore in this ultimate RPG adventure! 
Help love triumph over the might of the Sinistrals! 


TAITO 


TAITO AMERICA CORPORATION 


. ©1991 Nin 
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THE ELIMINATOR 


The 1st & best fighting 
joystick to offer compatibility with both the Sega-Genesis & 
Super Nintendo systems. ^ With adjustable turbo 
speed & a slow motion option, this Alston 8-button con¬ 
troller will make you the champion of the upcoming 6-but- 
jj ton Sega-Genesis games. On games like MORTAL KOM- 
j' BAT & STREET FIGHTER II, if you don’t have THE 
\ ELIMINATOR, you better be ready for defeat. 


SUPERSONIC 


This is the 21st Century, wha 
are you doing with a cord on your joy pad. Alston’s ad 
vanced cordless technology will allow you 180 degree move 
ment with a 30 foot range of motion. \ Add turbo an 
slow motion options & the SUPERSONIC gives you mavi 
mum fire power and control. You will be bored-less whei 
you play cord-less. Both SNES & Sega-Genesis are avail 
able now. 


^ Alston currently has Distributors throughout the United States and Canada. For dealer information, please contact your local distribr 
^ tor, or Alston directly. For Alston product information call (714) 572-0888. 
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The latest Alston technology makes it 
ossible to use your SNES controllers to play both the Sega-Genesis 
6-Bit & CD Systems. With the introduction of the Megaverter, your 
avorite Super Nintendo joystick or joy pad will now offer the same 
xcitement for the Sega-Genesis Systems. So, when you SNES 
;amers are ready to play the new Sega-Genesis 6 button games, don’t 
luy another controller, save yourself some money and buy the new 
degaverter. Run out & buy the new Megaverter so you can enjoy 
>oth the Sega-Genesis & SNES games with your SNES controllers. 
CONTROL THE WORLD OF GAMES WITH ALSTON. 



Included in every Alston product 
1 package are 2 scratcher game 
pieces. These game pieces will entitle 
the bearer to a variety of prizes. With winning game pieces 
revealing prizes ranging from various Alston products, to 
the Grand Prize, a Sega-Genesis CD system, Alston makes 
you the winner. Purchase an Alston product today, and test 
your luck on the scratcher game pieces. These game pieces 
are void where prohibited by law. 













RACING 

"One of the hottest, and most realistic racing games available for the super NES... 
eye popping graphics, incredible game play, responsive controls, loads of options, 
... FIVE THUMBS UP!" 

-GA1EPR0 

"Nigel Mansell's World Championship Racing is a first-rate racing video game, 
with lots of detail, great graphics, and compelling play mechanics ..." 

-ELECTRONIC GAMES 

"This is the best racing game on the market ..." 

-THE MIAMI HERALD 



"Nigel Mansell includes just about every option you can think of in a racing 
game ... Gametek is challenging for pole position of Super NES racing games ..." 

-NINTENDO POWER 
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IEY! IT’S MADDEN FOOTBALl FRIDAY! 

!A SPORTS HITS THE FIELD Nlrti 19TH WITH THEIR ' 
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T his month, I’m writing my col¬ 
umn the day after the legend’s 
arm died. Nolan Ryan’s farewell 
tour was cut short by about two weeks 
when a ligament popped in his right 
arm. Ryan has been a class act since the 
day he walked on to the field at Shea 
Stadium many moons ago. As I sat back 
and reflected on what he has meant to 
baseball, I started to ponder major 
league baseball’s present and the future 
of the game. The 1993 baseball season, 
by most accounts, has been a financial 
and marketing disaster. As unrestricted 
free agency and short term contracts 
begin to establish their stranglehold on 
the game, faceless players are com¬ 
manding big time salaries and the 
names that put the fannies in the seats 
are literally bouncing from team to 
team, acquiring tons of frequent flyer 
miles and have real estate agents in 
every major city. Oakland A’s fans are 
wondering where their team went, sea- 
;j son ticket holders in San Diego don’t 
even know if the ball park will be there 
at the next home game and Dave 
Winfield, one of the greatest players to 
ever play the game, just got his 3,000th 
hit as a member of the Minnesota Twins 
while most fans still think he’s with 
Toronto and are going to be surprised 
when he’s not in their playoff lineup! 
We have lost the very core of what 
made the game of baseball America’s 
pastime; stability. Paul Simon once 
asked; “Where have you gone Joe 
DiMaggio?” The answer for the average 
“superstar” ball player in the 1990s is 
that he went for the big money in LA, 
developed an attitude, punched a 
woman and has retired because of nag¬ 
ging injuries (and two tries at drug 
I rehab) at age 32 with a fat insurance 
policy income from Lloyd’s, a guaran¬ 
teed salary through the year 2020 and 
an astronomical income from his adver¬ 
tising agency for “just do(ing) it”. Is it 
I any wonder the seats are empty and TV 
revenues are down? I’m beginning to 
j long for the days when the athlete was a 
number, not a personality. You don’t 
want to raise our kids? Fine...I don’t 
want you to buy your autograph for five 
bucks a throw or wear your neon 
shoes...have we got a deal? 



‘94 fdr the Genesis...but) is it really the best football game? 
/Thb answer to that question depends largely on your per¬ 
fective. Madden NFL ‘94 is a great game.'If you didn’t buy 
Bill Walsh College Football, go buy Madden now. If you did, 
then read on... ; v y.y 

Thq,-Genesis version of Madden %4 'js different, from the 
SNES title in that it makes use of the graphic engine devel¬ 


oped fdr Walsty and it is 16 meg, versus the 8 meg worth of 
chips found in Walsh and Madden SNES. Madden Genesis 
also has battery backed-up RAM, which is used to store 
your season iri progress but does riot keep statistics. The 
game does feature 80 teams that you can play through a 


game does feature 80 teams that you can play throrigh „ 
season witjh, including franchise teams, and 72 different 
offensive plays. I 

The Genesis Version of Madden NFL ‘94 is a tremendous 
game of football With great graphics, animation and excel¬ 
lent computer game play.Jhey have improved the passing 
mechanism to the point of near perfection and the new 
point of view allows you fo freely prc^j-out receivers in the 
open field or when using/the passing windows. The game 
also moves forward the tradition of pin point control that 
has been the hallmark of the ft/|adden ser(es. When you 
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tell you folks, you want a racip&q^me done right? Give it to GreipMhv ihiSr^i 
~ — —-putation for developing the/best driving simulations arouhd. dust look at flip 
Esprit Cpallertge>Nigel Mansell on the SNES add now a gamP that can legitii 
' f * h “ “Nigel jMa'nsell’s World Championship'’ forl^^T' 

3 FI Wowf Championship, one of the best racing games for the 
will notice is the/intelligence of the computer controlled vehicle^ 
fering up^y^tircar until the space shuttle couldn’t catch your 
ber...heal-foe,heal-toe). If iyod are in a tight turn,, there is no way/the'xbf 
to le| y^i slide by...they see ydu and they’re tryingno prevent a pa; “ 
where Gremlin had paid a lot of attention to the detailk Every ^iteh 
ment and you never get the feeling that yokre oatSjfxbntrol of that tj 
you. "As they have in the past, Gremlin has cjlso produced agraphic 


tritish development house has steadily earned 
■' "* thi? Partial list; Top Gear, Top Gear 
.. ^....^.arnately rnfake^a cldim to being the 
for the S^ga Genesis. NMWC has play value 
for the Genesis. The first thing 
..wv. .wM.^les. With Mansell, success 
r tail lights. You Vnust accelerate, lay 
_ . , way the-oomputer drivers are going 

“ pass. The feel and movement'/of your car isjanolher area 
., v tphof your control pacfhas a corresponding Vehicle move- 
that the car has done something completely^mauihorized by 
i?phic environment in NIVIWC that/isOolprful, fast and hasVah- 
presenting the 16 countries that host'FI events, that, throw 
that) you gan handle. In addition, y6ur car ikshown in classic 
fidtion, allowing for more realism in car movement and^pthd] 

i a training,piode (although he • .- / / y \' --uM" ' 

the FI evdnte). The game also I ‘U^T ' 


an excel 

-J^OtUS;- LwJH 

Pole Position of the 90’s[ Ga'metek’ 
that makes it, along with Domark’s 
experienced driving game fanatics i 
Is not simply a matter of po\ ‘ 
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C L^ll B. 

THEGWLY WAY TO PLAY THE GAME! 


GENESIS 


JKtlgim 


QUARTERBACK 


































































FIFA INTERNATIONAL 
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even an EA All Stars team comprised of some of the produc¬ 
ers, marketing people and programmers and artists that 
helped produce the game^ x r ■ /’ (^v j 

The game features an, unparalleled l^vel of control over your 
players. They can Job!, chip, pass, shoot at different heights 


of the ball and the relationship of your player to the oppo¬ 
nent. The 3/4 graphics and excellent animation are the best 
ever seen in a 16-bit soccer simulation. The designers have 
even s’een to it that the crowd is fully animated with ,?ll of the 
singjrrij and chanting that is so prevalent at European con¬ 
tests. 

EA Sports has THE definitive soccer (fqott^iH for our 
European friends) game on its hands. Look for a full reviejhr 
of this great title in the December edition of Game Fan Sporty 
y-\'\ when Dr, E will tackle the game 
mm ^ ■ head op! and show you why - 

AmericJa'ts. about to get a heavy 
e of Wor,d cup fever, 
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ircadeA/style , 


gairid play with'the best play mechante5 d»ji ^|ffi basketball game 
league lead^^ard that keeps t^ck of offensive and defence st 
The NB^fe^ have been updated "to include ^1 pf I4s^ear’s(b|ay$rt 
the exception of 1993'off-season roster moves and player statistics ha 
as well. I have been ibbking forward to this game fo^the Nt ^ar and 
the play mechanfe^^hd speedthiat made the SNES version tfie great g 
also be found in the Genesis/jj^me. Tecmo Super NBA Basltefball is scl; 


a|so be found/in ! the Genesis/jjai 
November/early December feltea 
the NBA season geis into jEulTsv* 
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NHL 9 94 is Gilmour deking by Belfour 
A Maclnnis blast from the point. Robitaille 
crushing a one-timer 
Moog smothering the 
puck with a double 
pad stack. Lindros 
enforcing with a per- 


'94 GAME HIGHLIGHTS 


feet board check. Yzerman going back door 


ZE 


teams: the Mighty Ducks of 
Anaheim and the Florida 
Panthers. Plus digitized player 
images for every NHL starter. 


New animations 
really deliver 
the impact. 



















It’s the hottest, fastest, most realistic hockey action 
ever Penalty killing. Wrap 
around shots. 

Control of goalie 
. moves. Plus 4 Way 
Play* for tournament 
raging. Visit your EA SPORTS 
dealer or call [800] 245-4525 
anytime. And deke your 

hraim nut Now you can go one-on-one with the 

ui an io vui. g 0 a n e if you’re tripped up on a breakaway. 

The pressure’s on, the crowd's going nuts. 
Do you have what it takes to make the 
ting soon siren wail? 


»\SPDRT& 

If it's in the game, it's in the game~ 










id defenses is the pfimajjy skill youwillneed to sti 
re you,options rti) mafter what tfye ctefensethrowi- 
Shotgun (Hail M«jry) (b) and Shotgun (HP Toss) () 
isXitting back tfita nickel or (dime, you might cal 
uL ” “IK^dck in a zo> (t)Jeall your add 

;ep the detente offbalanceJ^ob 


(/down thelielcBI recommend chposipgaudibleS that < 
abdiblgs I work With are; Pro-Form (Crossing Pass) (ci3 
jbu gre in a th,i>d and lopg situation where the defend 


1t 'i f y 1 ?Mjsif^ore success jii) those 2nd and Srdagd long sit(a%>ri^ (b>x' 


'V ,\ /Although p 
e middle it is bettgrh 
can'see receiv©r‘Y’ 
(>). If he is open. Hit 
normally resultsirra 


master the 


s & * 


ll m 


-W - v ‘ —- -? — - 

~ * *“■ * - ^ iBPjoIHL — 

; V — 


V " .. •• 

-#V <\ / Thfe 'Aall Mary’hiattern inthq^slbotgun formation is; a go 

pplied. By sending receiv.erYB’ ip motion (j) you should be'afjle to cjrawThc cornerb 
jle eoverage^b). This will greatly enhance Vgdrphanoesn’gf hitting the bpmt/with re 
’t bite (d) then the defense is probably goihgtQ slit in^zorie (e). At this point, your t 

•od example Id ^o^his' can be' 
ack to the lide ofscrimmage in 
ceive( ‘Y’^(c)/lf the tornerback 
jest option is to calif an^audible 
















































































,<M»OW OSOmH 



SPORTS 


sli/T 

NOW 


In November of 1991, Tecmo launched the original Tecmo Super Bowl. The demand for Tecmo 
Super Bowl was so great that most stores sold completely out of stock within a very short time. 
We strongly suggest you contact your local game retailer and reserve your copy now. 

Licensed by Sega Enterprises Ltd. tor play on the Sega™ Genesis™ System. Sega and Genesis are trademarks of Sega 
Enterprises Ltd. ©TECMO,LTD.1993 TECMO® is a registered trademark of Tecmo, Inc. 










FEATURES 


SPORTS 


■nil 


©1993 NFLP 

SUPER BOWL and NFL Shield Design are trademarks of the 
National Football League. 

©1993 NFLPA 

|*JJj| Officially Licensed Product of the National Football League Players 


Nintendo, Super NES and official seals are registered trademarks of Nintendo of America Inc. 

©TECMO.LTD.1993 TECMO® is a registered trademark of Tecmo.lnc. 

* The actual sales date at retail stores may vary. Please contact your local video game retailer for the exact sales date. 
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•I PLAYER-8 MEG" 


Check out the gams oriChrissi \ Owl My knee, my knee! 


Pass, the Dramamine, Walter! 


the majors. Along the way, yoiyre offered encouragement from your coach (and 
criticism) (ind cash awards for matchjes Where you are victorious, all saved to 
jthe game's battery back-up. / 1 /( 


What Separates this tennis game from thel rest, however,^ t)ie 3D environment 
and the incredible play mechanics. The game environrtientcdn almost be called 
“virtual [reality” in that the way the horizo/n line adjusts tb the height of the ball 
is just jike you were\moving your head to sec |t. lf ; you are to sucteeed in the 
game, you have to be Sble to follow the ball to the point of impact (Whether that 
i S il he c6urt or y6ur rackfet) and make your shot selection base^bnwir loca¬ 
tion on the court,The position of the computer playdr and.your, proximity to the 
ball- „ -‘v ••/(I / x ,' ; ' / \ M 'IP; ‘ X V 

The other key Jo success is managing your shot selection! In DSP Tennis, ypli 
edn; hit with top spin, cut the ball, lob, hit flat shots and diiject the ball left, 
•"iaW, dbep ( dr short. The game plays like a dream and, for ^nypde whoXhhs/ 


played competitive tennis, a|l of the strategy, movement and/skill required to 
succeed in the real thing is required of you in this game. \ ] ' 

When reviewing a\sport$Title, }‘feel” is mbbably the most impdrtaiit aspect of 


the game artdit i^s the hardest to define. Telenet and Wolfteam have dot the 
“feel” of tennis in this game and, when you combine that with the true 3D per 
spective, you,have the best home tCn^ti game ever made. - Talko ' " 
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rhis is a hacker’s nightmare! When Bullet Proof 
Software named thisgolfing fantasy world "Wicked 
18", they weren’t kidding. Imagine a miniature golf 
course from hell that plays about 6,800 yards and 
defies all of the laws of j gravity and you’ve got a 


nasty, nasty day on the links. Wx ^ I 

the game play in this title is similar to ttife previpu^ |^^^(gj(gpJBsPP 1 I ■ 'i'■cgMia • cssn 

r&E Soft golf games in that you have a pseudo first , 

person perspective in a polygon world where the /\ /] \ 7 -0n S/ ‘ n / 

camera adjusts to follow your ball, tou can playin tournaments, skins matches and stroke play and 
you can keep track of your individual stats and resume play in the middle of a round! < i \ S 

From the first hole on, you are faced with challenges that range from greens that/are elevated over 
100’ in the air to stalactite fields in the middle of a fairway *nd lava beds. If you don’t map out a strat- 
egy far each hole, you’re going to be looking at scores in the mid-IQOs and up. It definitely isn’t a 
matter of "grip it ind rip it", for example; there are holes on the course where, on a par 5, ybu have to 
tee off with a wedge! If you try your driver, you’ll end up in a litt|e 


corne| of golfii 
Wicked 18;is-il 


ful and the screen update is fairlly cjuick. It 
is the game play, however, where W18 really 
shows its stuff. By incorporating unique fan¬ 
tasy elements into the game, T&E Soft apd 
Bullet Prbof hayc produced a golf game 
that v(ill appeal to casual enthusiasts and i 
dedicated golfers alike. Tee time is 
October...good luck! - Talko 
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■0h Power League Baseball is the newest entry into the crowded 
Super Famicom/SNES baseball game market. I know...l can here you 
j out therewith lyour collective sigh; "Oh, no not another Japanese 
baseball game with those little fat characters" (dunga, diin^a 
dung...dunga dunga dung). Before you blow this gaine off, hqwever. 


dung...dunga dunga dyng). Before you blow this gaine off, hc^ev< 

Power League is'a^ery impressive game. In fact, I’d have, to say , ^C-\\ 
that it is the best,Japanese baseball game that I have played, yes, the music 1 is 
obnoxious but the game play/ijist won’t quit. The characters are drawn and ani¬ 
mated like adult, athletes, not^little, fat kids from the planet Squatto. Home 
runs are treated With the emphasis that they deserve, the players cah actually 
throw the ball tb the desired base without it bouncing thirty times and the 
game features all of the Japanese professional teams with a full season tp<ba$> 
tery, stats and league leadjers. S' v'\\ v ] ••€ 

The league leaders option is one of the coolest things in th^ game. It i^ 
treated as a post-game sports highlight show where the current game is ana/ 
lyzed, the standings are updated and the batting and pitching leaders are 
shown. In addition, the show’s hostess treats you to instant replays of all home 


.... ... ... w.v ^..yrr o iivaiMa intaio ywu w iiDiam icpidyb ui cm ngme 

runs in the game. The game also features home run contest, multiple stadiums, day and night' \ i 
games and the ability to edit teams. Besjt of all. Power League makes you feel like you are in theS^/l 

Cfame. A shutout has to ho oarnoH thrnnnh />vrt>\lr>n+ I.—_:_XI_2x1_Li..,' 


™ "\K w wi a"/ ruwt£i maKes you Teei iiKe you are in tne 

game. A shutout has to be earned through excellent pitch selection and knowing the other blaz¬ 
ers’ tendencies. A home run is not just a matter of goddt'ining but must also take into account 
pitch locatiorvf^nd recognizing where the opposing pitcher is trying to work the ball. 

, Hudson SqH has designed an excellent baseball simulation that pays attention to most of the 
Retails that make the grand ol’ game America’s (and Japan’s) national pastime. Power League is 

schedul£d,for Amo-riran roloaco in lato 'OQ/oarlu ‘on l»t>. xU.t u..j_— «4.ix X_• __x- 


schedr|led for American release in late '93/early ‘94. iet’s hope that Hudson Soft of America gets 
the Major League team 1 [and Player licenses. If they do, then baseball fans will rejoice at being 
given the jirst true, fyn^o play, baseball simulation on a hoine system. - Taljio 
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“So real it Hurts!” -Nintendo Power 

“Some of the best graphics ever seen in a sports game.” -Game Pro 

«... a blast to play.” -Game Players Nintendo-Sega 

«... as close to the ring as I want to get.” -Game Informer 

«... sets new highs for realism and audiovisual effects. From now on all 

other boxing games are obsolete!” -Arnie Katz, Editor, Electronic Games 


Genesis 


ELECTRO 3RABB%Sl 
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Here’s a sneak preview of what could be 

tkn kocf kocaholl nomlk /(Av annoar nn tho 


JALGCO 
BASEBALL 
2 PLAYER 
12 MEG + DSP 
AVAILIst QTR. 


the best baseball game appear 09 the 
SNES, Jaleco’s Super 3D Baseball (wooing 
title). This game breaks alljsorts of techno¬ 
logical ground in that it is the first game to 
use Mode 7 in both a horizontal and verti¬ 
cal plane simultaneously (thanks to the on¬ 
board DSP). The end result, as you can tell 
by the Accompanying screen shots,' jiMS sort of a “Virtual 
Reality*’ w(here you play the game, almdst entirely, ina pseu- 
dp first person, 3D environment. As cool as this technology 
m^ be, Jaleco,didn’t just load the game with whiz-bang 


graphics and forget the gamp play. The game will allow you 
to play a full season with (standings and statistics saved to 
battery backed-up RAM^and player control is excellent, 
which is rare in a Mode T environment. We put together this 
preview from the Jjad^*U ese versipn of the game. Currently, 
Jaleco USA is tweakina with the dame and working all of the 
bugs out to make it ready for the demanding American mar¬ 
ket. Look for the gaihe to, appear on these shores the 
spring of‘94. Talko 1 x /‘I / \ v 
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le^sfo the Hall , 
teat performers 
honored, for t) 
new system ovy 
' may tmye jiey 


feg'^Genesis. Thrs garrie has Ik 
[ery interesting historyRBack in the. 
all of 1990, Sega Of/America had,. 
< tfiir^dfffefent versions of 
1/ ■ theKga/ne in development. 
^"V ^nd none of tire titles-' 
r ,| IT J#er e what they.. rijrd 
'{hoped for. IrWthe n^ean 
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| ? Yllectronte Arts^ere fin- 
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STEP INTC 
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If you're finally ready for a real challenge, get off the asphalt and step into the 
ring, where Riddick Bowe is King—and you're just another two-bit contender. 

But be warned! Red leather does things to your face you can't even imagine— 
especially when it's attached to the business-end of a 6'5" battering ram with 
the burning desire to cram your mouthpiece down your throat. 

So if you think you've got what it takes to bring down Big Daddy, put on the 
gloves...and leave the dreamland fighting to your little brother. 


THE RING. 






















Hurricane Kick (3 Hits) 


Low Forward 


Fierce Fireball 


Roundhouse 































Double Rolling Sobat 


Forward 


Machine Gun Upper (4 Hits) 


Tap all 3 punch buttons 
rapidly during the 
Machine Gun Uppercut 
to recieve the full 
effect!!! 


Thrust Kick 


Standing Fierce 


Roundhouse 


Rising Hawk 


Standing Strong 


Backdoor Down Fierce 


T. Hawk 


Roundhouse 1-2 Kick (2 Hits) 


Low Fierce 


Use this killer combo to dizzy your 
opponent. After this, decimate 
the enemy with a tripple hit Rekka 
Ken (Running Punch)!!! 


Fei Long 


147 
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NEO FATAL FURY SPECIAL 

release: ndvember 


SFC DRAGON BALL Z (2) 

RELEASE: DECEMBER 


GEN DAVIS CUP TENNIS 

RELEASE NDW 


Ip MKf 


* NEW AMIGA CD 32 

“ Bal1 RELEASE: NDW 


CALL: (213) 680-8880 

• Fax: (213) 621-2177 or (213) 628-9202 


YOUR #1 JAPANESE & U.S. VIDEO GAME DISTRIBUTOR 


SFC FATAL FURY 2 

RELEASE: NOVEMBER 


SNES EMPIRE STRIKE BACK 

RELEASE: NOVEMBER 


SEGA CD THUNDERSTRIKE 

RELEASE: NOVEMBER 


WHOLESALES & 
INTERNATIONAL ORDER: 
CALL: (213)680-8880 
FAX: (213)621-2177 


SF 2 KEYCHAIN 


TURBO DUO CASTLEVANNIA X 

RELEASE: NOW 


















































































We’ve been hearing 
about it for the 
past year. We've 
been waiting to see 
if the technology 
was really as 
advanced as they 
said it was. We've 
debated its merits 
and marketability 
and turned over 
every rock to find a 
review unit. Finally, 
it has arrived....3DO! 
As you ail know 
by now, Crystal 
Dynamics' Crash & 
comes packed-in with the system and it will 
be the only real action game to be available until 
CD releases Total Eclipse in November...this is not a 
problem. Crash & Burn, in addition to being the most technically 
advanced 3D game to ever appear on a home system, is an 
incredibly addictive, challenging and fun to play game. There are 6 
different circuits to master with 30 tracks and 















different weapon 
systems to choose 
from. The game play 
is sort of an 
advanced version of 
Road Rash but it is 
MUCH more sophis¬ 
ticated. Playing this 
game is Bike being 
Iransported to 
Httnunystical gam- 
Wwai. The tex- 










J in a game. In 
Tournament mode, 
>your progress is saved to 


the unit s memory. The 
game allows you three continues but the 
catch is that, when you use up the contin¬ 
ues, the game is erased from memory. This 
feature adds to the challenge of an already 
difficult game. The keys to the game lie in 
understanding the different drivers’ 
strengths and weaknesses and in planning 
your weapon selection. Once you are on the 
track, you've got to know when to shoot 
and when to simply move past trouble. Also, 
keep an eye on your meters. If you're flash¬ 
ing red, it’s time to hit the pits and 
always watch ijour rear 
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They will let you know if you have time to pit without losing your fgM 
place or if you have to try and make that last lap with flames 
shooting from your car. Crystal Dynamics has done an incredible 
job in a short period of time and have established a bench mark on 
3DO that should have gamers everywhere frothing at the mouth for 
their next release. I have seen the future and the future is 3DO... ■ Talko 
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,4fSI 1ST ItlY! 




Two titans of terror are about to square off in 
the most fearsome fighting the galaxy has ever seen! 

As a Predator 
Warrior, you’ll 
battle dozens of 
deadly, double- 
jawed Alien beasts 
bent on your annihilation. But you’re ready. A cloaking 
device makes you instantly invisible. You’re armed to 
the teeth with spears, lasers, wristblades 
and killer kick-boxing maneuvers—weapons 




AcfiVisioH 


you’ll need to survive ten treacherous levels of 
claw-to-claw combat. 

Overcome 
swarms of Alien 
drones, warriors, 
chestbursters and 
face-huggers and 
you still face your ultimate challenge: a monstrous battle 
with the Alien Queen! Alien vs Predator, now face to 
hideous face for the very first time on your 
SNES and Game Boy, only from Activision. 



ALIEN VS PREDATOR IS AVAILABLE IN GAME BOY AND SNES FORMATS. TO ORDER: SEE YOUR LOCAL RETAILER OR CALL 1-800-477-3650. 

Alien and Predator TM & © 1993 Twentieth Century Fox Film Corporation. All rights reserved. 
















HANDS ON 

PORTABLES 


Genesis cart (how could it, it’s a flippin’ 
handheld) it does have special qualities all 
it’s own, like big bosses, cool chucky 
voice (he whines) and smooth animation. 
t I think that Sega has a good little 
'■* machine here. Now that some great titles 
are popping up I take my GG everywhere 
and from now on I’ll be takin’ Son of Chuck 
with me. I score Son of Chuck a GG 95% 


The Game Gear just keeps getting better 
and better. Son of Chuck is another great 
second generation winner. Developed by 
Core for Tengen, Chuck two rivals a lot 
of today’s 16 bit games. It has great 
color, excellent control, Genesis quality 1 
graphics and OK sound(that’s all the GG 
is capable of). Although this version 
doesn’t sport the special effects found in the 


TGNGGN 
ACTION 
I PLAYGR 
2 MGG 
AVAIL. NOV. 


P«i| 















Once upon a time, an 

evil wizard cursed a 
dragon and six magi¬ 
cians, sealing their pow¬ 
ers in shining gems. The 
King of Ishmeria inlaid 
the gems in a crown he 
called Gemfire. Discov¬ 
ering thatthe crown held 
special powers to help 
his people, he worked 
great deeds to restore 


their towns and fields. 
But the day came when 
the crown passed to an 
evil King. He used the 
powers of the crown 
against his people until 
Princess Robyn re¬ 
leased the gems. 

Now, the spell of 
Gemfire is broken, 
and you are in search 
of its magical stones! 


SEGA GENESIS & SNES Version: 
• 8 Meg Cartridge • 64K RAM 


• Battery Back-up 


• 1-2 players 



GjEMeSIS We Supply The Post You Moke The Histoiy 


KOEI Games are available for all systems in 
retail outlets nationwide! If you can’t find the 
KOEI product you are looking for. call us at 
(415) 3450500 (9am to 5pm PSI). 1350 Bayshore Hwy, Suite 540, Burlingame, CA 94010 

Nintendo, Nintendo Entertainment System and the official seals are trademarks of Nintendo of America Inc. 
Sega, Sega Genesis and the official seals are trademarks of Sega Enterprises Ltd. 


KQEJ 



Available Now for NES! 








Lieutenant David Doody, failed to pull out of a 
dive; crashed and burned.Captain Billy Buckets, 
c anopy failed to open on ejection; air- 
" craft crashed and exploded 

impact. Lieuten- 
ant Colonel 
Jimmie Dee, 


Obituary: 

Lieutenant David 
Doody, failed to pull 

out of a dive; crashed and 
burned.Captain Billy Buc- 
■ kets, canopy failed to open on 
I ejection; aircraft crashed and 
' exploded on impact. Lieutenant 
Colonel Jimmie Dee, ran out of 
fuel over the Persian Gulf. 
Commander Cirrus Oakley, 
l lost consciousness in the cockpit 
I and crashed on deck. Major 
A Lance Lott, took a heat seek- 
A er missile; aircraft disinte- 
grated. Commander 
Vincent Gilgamesh, kid- 
napped by extremist 


PC’ ^ 11 ness ‘ n 

cockpit and crashed 
on deck. Major Lance 
V Lott, took a heat seeker missile; 

aircraft disintegrated. Commander 
Vincent Gilgamesh, kidnapped by extrem¬ 
ist commandos; presumed deceased. 
Lieutenant David Doody, failed to pull 
out of a dive; crashed and burned. 
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\ ^fe re have 
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' >Welcome to Vpjtime 1 of GaipeFansJapan Now”. \p this sec¬ 
tion each marftil’Jl’If bring yod 6p4atga information t^d rumors 
from Jafpafi^We start off this month with Segaf $ pew 32-bit 
machfnp-COdename j \ Although Sega is thinking of upgrad¬ 
ing the^ystdm to 64 bit wd^stifek to the ipf^rn|a|ijdp'currently avaflf v 

V^Wre have telrr-^py rumors cokWnm (his next genft^W 
machine. Now, vtfeVa :got the concrdtelgcts. Tfie system is named 
‘Saturn’ because\it is Sega’s si^fiA'pw piece of hpf(|ware'and 
Saturn is }Ke%th planet in. the .Solar System.. Saturnpakes use 
of an adfdnc,ed 32-bit RI^C processor and a 4x..speed CD drive. 
There'arfe multiple DSPsVri the motherboard and it has ^/bif ■ 
pal^tpral sound haifttare.'The SatumrC^ii simultaneously afei ! 
pipybver’ 16 millicyt cplbrs on serpen a^di can pull-off pri-the-fly 
reMtering, light shading, advanced texture mapping and 

other cod grapV&tricks. If can process over 30,000 polygons per 

- ' Tfc - sepond and will support the MPEG 

sfstebvfor video datastorage which \ 
fmeans that the system Will be able to 
play video withfclpse to SVHS quality. 
There will ha ppVbmpatibiIity { wim^pe ' 
Mega Drive or MD/CD anadfid'new 


0 ?amtf&cc 


^eefr! i 7ftey<z 


[These 3 pictures of the highly 


iticipated Saturn are Artist’s renderings from the 3 big Magazines, FamitsuT,-Runners ditecth 


Drive or MD/CD anactfie pew 
ate Walso going to .be\dsed in 
A^ecja arcade games. With 
l, it is possible to-port games like, 

,- f-A > and Out Y 


Mega Fan and Beep and as you can see they all look alike, so I guess this is it! Notice that there are two Saturn will 


models, one with a cartridge port and one CD only. That means there could ultimately be two price points. 


rom the arcade.^ Jhp 
tuced in two different 


imately be two price points. J configurations’, one that is bo|ri car- 
Vv\v 1 tridge and CD-ROM based and one 
that is cartridge, only. These speciffcations a re 'n ot?final yet but 
Sega has-announced th^t the™ian to release Saturn iri Japan by 




Racingxppd-Vlad-Mobile. Ira other Sega 


- Main CPU, 32 bit RISC chip 

- Several DSP chips are onboard. 

- Software is CD-ROM and Cartridge. 

- 4x access speed CD Drive. 

- Re-Writable CD-ROM (can 
memorize). 

- More powerful than System 32. 

- 16,777,216 colors on screen at once. 


d^gneoyjy the team 

- Possible to process Computer 
Graphics and Texture Mapping, etc. 

- PCM32ch Digital Sound. 

- Match MPEG (option). 

- No Compatibility with 16-bit 
machines. (MD and MDCD) 

- There is a possibility of “Virtua 
Fighter” or “Daytona”to be 
translated as the first Saturn title. 


whpvdteated Treasure UaneFand will maxe 

JVase of that same engine.more soorfy/V 

In othe/frrews, our As&i^W 
|; ihternatiqrtaikfeditor, T.J^, c ha^een 
hard at work collecting the following 


hard y work 'collecting thg fblfowing 

L,et’s' get started'4fh the latent 
a T \ information.' 
We^have heard klt'Super has been 


, 3 informatibn. \ 
’Super has been 


released Mst ltd keep consumed busy 
until the VexV generation. VtVet 


"ab^to release i new SF 
f ft is in develbhmfent. It seems 
a remake of Sp apd SF2 Turbo.< 
\ There is.a'.spquel to Worlpl-te(G 


game (itVinot SF3) butl^erid of ‘93/be§]nntng of ‘94. We.dbp’t 
li^apcom of J^panf^a full line-u^of arcade games vw^SF2 

fi\” W' folrrulior rintnh \./AllVhinU9 1 


Fighter game pomes out.r Were are 
We dbn’t know anythipgabout 3 yet, 

; wifrASP2 characters fpr\‘94, including , 


dsorne moreVequel* information. 


(ds.familiar, ddHTypunhink? Turt 
erai Spirits TwV^Sdmurai Shock 


W of ‘94. We know the telease^e yet, but Rriden 2 and the spcfpeljfo 
^g game are al^ptip development bow. l' T / S/VYi 


?...Jet? lit will be tvyifce 
Win the US),is sched- 
to BanprestoV'pipUlar' 


Special... 1 found oi 
wonder, Huh?. \\ 
Just prior to pres 


Just priori 
debut a prot( 
Se^a heldi 


ine.ranting game are pipp.in oeveiopmeni mi now. ,, \\ ; j ' Nj V'; . .,. c . L 

.thkjvAMMA shpv& trti^ Summer, I ridticedjiat the SNK,b|dth was attractipg'huge crowds wifk>}Fata't Fury 
lUt why. One of tfie Sapcom planneraof SF and SF2 m'Wed to SNK an^i developed • N<3 

■. i i_ JJ ii iu.t *u f n , will 96. The\will 


devfejop an awesome r&cing game for thp Mega CD. The rplfeape; date is scheduler,1or April 94. This new title will featqre Com- 
X^led full motion wao/tnat will take tfip ! Mega CD to ft’sIWts! I’ll try tooet sorne ( shots for n^xt\rtipnth’s JN. 

^ _ A\ Y{ .rivV»' . ^ 4 M\k\ ,riv V , .'v 


■/ will beSep(i^iber 95. The^Will 
system in JanuahA95. 
ith a popular^ 1 Racing TV company to 
'April 94. Thismew title willffeatqre Com- 



fjecently, GameFarfeiAskistant I ntemawroai Editor, T.J.^y£ledk|pbne 
\-bf Japan’s nevfest garhe developmgrlt Vjmpanies, Sega' Falcom: Many 
of you knowSggaFalcom as trfe. cjbitjphny that announced trip .Mega CD . { 
title; “Sistel 3onic” and as theuba’hers of Y’S one of % biggest RPG’s of, O \ 

. our tirte.VWe'interviewed there Marketing Directaf;*Mf'. Kaz Yano/hndf , 
here’s what he had to say... 

I \Tell us a little let tl,V,il’the history ofsldtfFafcom. , Y, ‘ 

N I 'Ourcompagyfjste joint venture betweakSega Enterprise! WteWapan th / 
* Falcom. ,V^h^i\S^ released ttWMega 'CD , they wai&efcl, to make Th 
games that C^dlcfn’t be done on oarttyd^ef. They wantod-OEhYBODY to \A V 


Editor, T.J.^tfav*led)to'.pne 
jmpanies, Sega' F&lcom: Many ‘ 
y that announced tlte Mega CD , { 
Y’S one of tPtp biggdfet 1 RPG’s of, 
g Direct<jA)yiif. Kaz Yano^ncf „ 

.\AV At * 


i'v ■ 

/fvV J [ 23i55S 

* \ \ j •:*=*• «A : L ARMS ’^r g- 1 


Popful Mail for the Mega CD Mr. Kaz Yano Marketing 
wilitejavailable January jl994. DirectphatSega Falcon^ 

t|i4 fefchnology carrie^Ahigh price tag^it wUlSsel! well in the US. 
in reason for this ii that,the first peoplewnoare showing interest 
and Atari’s Jaguanare Mac arjid IBM beers. There are few4c'Mpc 
1 users to,Japan. ’Those people know what multi-mediaplamjare 
3 U.S. Adults will buy the systprri,ai\d,let their kidsfplaw.Jh Jkpan, 
saw .that interactive movies af&npt games, but<wh<\&atos. If it’s 
ay'or watca, jt doesn’t matter. J think there is goiAto b'e a big dif- 


play theses games, not just, 
development tnie “Multi-I\4e^ 
estebiished to create/thesfeVni 
/rOtanb Y’S. 'Vi 1 ; 


;^t€ega Falcon? 


j How many people da 


Sega FalcgrrKhas 23 employees., 


law .that irtteracth 
ay'pr watcB.jt dc 
between the Jap 


irAl think there is 
American mark^ 


desig^^ 


Cyuld you give us v<(Aobservations ojfjU differences between Itoe, !S/rp« 

.Japanese and Americaittfarkets? \V r h S ■ acl ° n/RP Q t<J#w Thbre are 

lv taketi the lion’s share of the . A: ... 1 c . 


irkeis-in the multi-media, 
3^ tfp you currentlyAha\i 


base in Japan but, in the Urutpc 
ofj Nintofdov m Europe, $ega,t 
markpt.\ when you look at the 


American markets? 

tiy^is-Majly interestingthecauseithere are onlyitwbVpain 
tddo'SF/SNES and Sega Genesis. NEC also na^a pres- 
nfjapan. It seems likp Nintendo has a l^mei installed user 


994 and is titlpcH v Pop ‘I 
'Falcom hom^cfe'fnputer 


fete^, Sega is either ef 


here are many animation scenes whicH[d|eVr’e using 
We are atterhpting totmake this onpfci the best multi- 
'ing to remoye the stigma of/fhese. games not having 
f play vak^A it’s possible,'wp tycrjt to make games; 
srsibn. cgn|play without much difficulty. Pop’l Mayfe^, 
a rt o o'Aq u a I i t y. Wb are'probabty'taking three Times' 


^finitely takebthe liorys, share of the {JLTL 
espective woipcpvyide installed basesk y n „ • 


fngfer than normal to develop this gam&jtebVI don’t care. Thpiimpbftbnt 
ring is that weyget the type of gamkwtp! We’re looking mWfc'TtaVe 
iade the play control as simple fes. fcpssibfe. This a big part of our com- 
any philpsfepfiv, Sega has proven - 'this with Sonic The.Hedgehog; the 
“ Tie’s success are, simple play control'ancf speed. We zfre 

rorkina on Hvner Rnarl Mnnernh Si WfrlRranHkh anrl'Q 


smes not havino 
to make garni 


jch difficulty. Pop I Ma; 
irobabfyJtaking three If 


a wide audien^e.Vfi America and Eure 
approach; tg[ d 4 me .design and deyeloi 
wide markerand there are many'iViore 
asVbPOseiifp Japan. ThefSegaj'CD ij 
tern'has sold much better'inThe United 


pe m 

& US and Europe r . P . 
3 of this. The sfls- x Can i dute 


, v v . , hefSAg^CD is a good eicampfp of this. The s$is- _, no . 

t^nVXs sold muclmbetterw ige United States the\ ln Japan. At the sys- nalaa ^ 1r .. p , 1 ^ P l 

< (ab\launch, Amerf& sM'nfore units in 48 Mbrs then were purcha^d in w V ^®' 911 ma [ ke '.^ 

k WPan in one month >, The contents of «b Vrnes are different U Well. are '°°CT 

^ (American Se^a.CD gorges use full m<ffi*Weo, scaling and bitmapped 
graphics a^llasmakina uoj/of Silicon Graphics. wVstations. 

American, prdfgrammers and <fle.si|rW^ know how to make new types of ? 0t Wu ha 5^ ee Sta ? e ^ e f;, 
gaqfies/Jp Japanese repctionVthis type of development is something rn9 Why dld y0l A' ck Po P 1 Ma V l< 
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i ' Our cornpaawis^d subsidiary oAsega sc< pf course, SOAwiilr Release 
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nies (dOvefOpment housga) ttfancafi survive witp just nag Japanese mar- 
ket, Nt those makers •design, gdmes to sell specifically to the Japanpie 
mfirltef and the size andyfeeoriomic value of Akcpmpany is structurfedw 


pward to playing are-entirely new 
decided to consider them as 2 dif-( 
:tion/RPG fend there are plans, hfl 

s ytjud^jry- first title for tpe, Mgga 

iVdJpom’s titles and fve think this 
p Van sell well, wor^wiefe. Y’s IV 
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ig (kind of like your Ren & Stimpy). “Sarah Me 


Animation hit on TV , usually that game title will get a higher i 


i 2 highly 


6 J -League Soccer-Prime Goal 


1 Sarah Moon 


7 Crayon Shin-Chan 


2 Thoroughbred Breeder 


3 Secret Of Mana 


9 Jutei Senki 


4 Super Mario Collection 


!jld| Sword World SFC 


5 Mario and Wario 




ig players among MD 


6 J-League Pro Striker 


1 Silpheed 


7 Bare Knuckle 2(GG) 

8 3X3 Eyes 

9 Super Shinobi 2 

10 Jurassic Park 


4 Keio Flying Squadron 


5 Rocket Knight Adventure 


strategy ge 


PC Engine 


6 Championship Rally 

7 J-League Greatest Elever 

8 1552 Tenka Tairan 

9 Bonk CD 

10j Gate of Thunder 


1 Graduation 


jrisser 


3 Legend Of Kabuki 


4 Street Fighter 2 Dash 


Super Famicom 

1. Fatal Fury 2 

2. Dragon Quest 6 

3. Romancing Sega 2 

4. Dragon Quest 1&2 

5. Shin Megamitensei 2 

6. Fire Emblem 

7. The Night of Kamaitachi 

8. Yu Yu Hakusho 

9. Dragon Ball Z 2 

10. Rockman X 


Mega Drive/Mega CD 

1. Vertua Racing 

2. Phantasy Star 

3. Sonic 3 

4. Pop’l Mayle 

5. The Dream House 

6. Bare Knuckle 3 

7. Record of Lordos War 

8. Urusei Yatsura 

9. Shin Megamitensei 

10. Lethal Enforcers 


PC Engine 

1. Fatal Fusry 2 

2. Y’s 4 The Dawn of Y’s 

3. Emerald Dragon 

4. Monster Maker 

5. Xanadu 

6. Dracula X 

7. Record of Lorods War 

8. Sarah Moon 

9. World Heroes 2 

10. Shin Megamitensei 


So, how was it? Did you like it? From now on, I will bring you the hottest info from Japan every month. I would 
love to receive letters from you. Any suggestions for this section or any questions about Japan would gladly be 
answered. It doesn’t even have to be about games. I’ll see you next month! 

Send letters to: Gamefan Magazine/Japan Now! 6400 Independence Ave., Woodland Hills, CA 91367 

T -. V> (l . AV 7"TT JW 5 TTvT’ t. 









It’s Pac-Man’s dream come true: more ghosts to gobble! Video game super star Pac-Man is on the Super Nintendo 





Entertainment System in a hot new game: The object of the game is to line up 

blocks in a row. Sounds simple, but those meddling ghosts are at it again getting in your 

way. Never fear, Pac will save the day! 

£. Three modes of play: 

One player! 

Two player head-to-head munch fest! 

100 level puzzle game! 


£ Smoking sound track! 
^ Cool graphics 


Munch Fest! 

Warning: 

Pac-Attack is highly addictive 


Wrack your brain with the 
puzzle mode! 


























Welcome to Other Stuff. This month, let’s begin with some exclusive new info, on the 5 . is. For starters, the budget for 

the feature length film will be around 30 million dollars. It will be shooting in Los Angeles and other locations flot available at press time. 
The story goes like this; late at night, Balrog, Sagat, and Vega come to the good guys’ base (Ryu, Ken, Guile, etc.) and kidnap Dhalism and 
take him back to their headquarters in Thailand. Dhalism, a scientist, has been kidnapped because of some information he is holding that 
could save the world. That’s where Bison comes in to the picture. Meanwhile, Dhalism is being held at a secret base under Bison’s castle 
in Thailand, where he keeps his submarine which carries with it a weapon capable of destroying the world. The movie is set for a summer 
release. The cast has not been announced yet but the minute we know, you’ll know. Here’s who Ryu, Bruce Willis, 

he’s got the hair and the attitude; Ken, Patrick Swayze, he can fight and he can act; Guile, Dolph Lundgren, who else?; Dhalism, William 
DaFoe....bald, after kissing Madonna Yoga Flames should be no problem; Vega, Jean Claude Van Damme, he’s nimble and he’s a bad ass; 
Balrog, Mike Tyson of course, get em’ a weekend pass or somethin; E. Honda, John Candy! Oh ya, dye that hair! ; Blanka, Lou Ferrigno, 
he’s used to green body makeup; Zangeief, Arnold would be perfect if he’d wake up out of his Beaver Cleaver syndrome; Chun Li, Tia 
Carrera from Waynes World, she’s got the bod! and finally M. Bison, Richard Kiel, remember “Jaws” from the 007 series?....perfect! 

In Nintendo news.... 

is real and here’s the latest news. The machine will actually make an appearance at the Winter CES in Las Vegas! This 
prototype will have actual running game demos. So, everyone can take a look and start dreaming about what could be the ultimate game 
machine . As we go to press, Project Reality has been shipped to, and prototype games have been started on by, 2 HUGE game companies 
(50 bucks says they’re Capcom and Konami). The data storage system and design spec’s are still up in the air but the latest is that PR will 
be cartridge based with an optional CD attachment. If it does have a CD drive, it could have 8 to 10 megabytes of buffer RAM (that’s about 
64 to 80 megabits), and over 32 sound channels. . The arcade version of PR will be out next year...November to be exact, and the home 
version? It will be introduced in Japan in September of 95. The first game could be either a new Star Fox, F-Zero or Mario 5, but that will 
remain a secret for quite some time. In other Nintendo news, : u , one of Nintendo’s big games for next year, is coming along 

very well. At this time, it is 24 meg and could go as high as 32...the game is huge!, about 100 times bigger than the original and is set for a 
March release. is now going to be between 16 and 32 meg and is set for a spring release. The FX TRAX project has now been 

given to Miyamota, the designer of Mario and Zelda, so you know it’s going to be awesome. It now has the final FX chip, which runs at 24 
MHz, and can display about 15,000 polygons per second. FX TRAX will be the first SNES game to use 256 colors on screen and now has 
canyons, transparent tunnels and dozen of tracks to conquer. FX TRAX will also have a 2 player simul. feature. The third and forth Super 
FX games should make an appearance at Winter CES as well, Nintendo is about to make a big comeback! 

Elsewhere in the world of Nintendo...They’re about to let you play the friendly skies, as their new in-flight entertainment system makes its 
way on to Northwest Airlines later this year. As announced previously in this column, the system, dubbed , will offer video 

games based on the SNES, movies, CD audio, telephone, shopping and other information services. The service will also be available 
through selected hotel chains and cruise ship lines. Nintendo expects to deliver services to 20 million people by the end of the first year of 
operation and, ultimately, would like to deliver the Gateway system to the home. 

In Sega news... 

As you know the is the big news here but that presently falls under the jurisdiction of Japan Now, since SOA has not revealed a 

specific date as of press time. So on with the show. In spite of what you may have read or heard elsewhere, is going to be released 

before Christmas. It is 16 meg and, according to our sources, is BETTER than Sonic CD (which hits U.S. retailers this November) I don’t 
know how that can be but we’ll all find out in the December issue. The first Sega DSP game, , is moving along nicely and 

sources inside SOA say that it is the fastest thing they’ve ever seen, even faster than the arcade version!. However,This technology is 
going to come at a high price, expect to see VR retail for just under $100. In spite of this lofty price, SOA is confident that the market is 
there for these revolutionary 16-bit games and they are currently working on 4-5 other DSP projects. Hey, what would you rather have, two 
games like Monaco GP or one like Virtual Racing? 

In Jaguar news... 

recently announced its initial list of third party developers. Included among the 20 companies who have already jumped on the cat’s 
back are; Anco Software, Ocean, Titus, Tradewest, Trimark, US Gold, Loricel, Krisalis and Silmarils. Most of these companies have their 
roots in Europe, where Atari 16 and 32-bit computers have been popular since the middle 80’s, and have extensive experience in develop¬ 
ing for Atari hardware. Speaking of the hardware, Atari is still on schedule for a November 15 launch in New York and San Francisco. The 
initial production run is for 50,000 units, which our sources tell us have already been sold to 3-4 national retailers. Expect to see the first 
50k move off of the shelves by Thanksgiving, if not sooner...Also, the unit should be bundled with Cybermorph, the incredible looking 3D, 
texture mapped polygon shooter and most of the first set of games, which we previewed last month, should be available at launch. Next 
issue we will have played them all so we’ll give you our honest opinion on Atari’s new beast. 

Delay!, Delay! NEC has put off the production of their new 32 bit on system in the wake of Sega and Nintendo’s recent announce¬ 
ments of their new Super Systems. Instead of trying to jump out into the early lead they intend to wait until both systems are out and then 
make there move. Could this mean they will finally start to show TTI some support over here? Lets hope so! Check out all the cool games 
coming out for the still hot PC Engine on page 68. C’mon guys what gives? Just prior to press time we heard that there are four Sonic 

planned for the years end. There’s Sonic spinball, Sonic CD, Sonic 3 and.Sonic? We’ll see if there is any truth tolhis and let you 

Sonic fans know next month. Well, that’s about it for now. I’ll see ya’ right here next month in Other Stuff. 
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ias double air moves, great 
characters, and everything 
else it takes to win in the 
fierce fighting game 
genre. Look for an in 
depth next month. 


— Both Sony and 

Olympus are 

■ working on 
Neural 
Induction 

Monitors. These next generation 
"sensory" TV's could be available as 
early as next year. My 
Virtual Vision fell apart 
after a week, so bring 


Here’s what Lawnmower 
Man will look like on the 
Mega-CD,CDTV, PC and 
3D0. This is the PC version, 
just close your eyes and 
imagine 64 colors...that’s 
the Mega CD version. Look 
for the MCD version 1st 
quarter 94. 


Here’s a couple*of actual 
scenes set up on 
Nintendo’s SGI hardware. 
Looks a lot like a street 
and a room to me. Show 
us some games! if Still 
looks amazing though. 
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Now if you screw up, 
at least you got teammates to blame 



Our new 4 Way Play™ adapter for Sega™ Genesis™ changes everything. 
Instead of 1 on 1 or 2 against the computer, now you can also play 2 on 1. 

2 on 2. 3 on 1. Or 4 against the computer. Which makes the EA Sports™ 
Tournament Series games 4 times better than anything you've ever played. 


SPORTS 

IF IT'S IN THE GAME, IT'S IN THE GAME? 1 


IQURNAMEHJ 



COLLEGE 

w 




P| D 2! 



4 Way Play,™ EASports,™ Bill Walsh College Football™ and If it's in the game, it's in the game 
Sega™ and Genesis™ are trademarks of Sega Enterprises Ltd. NHLPA, National Hockey League 
of the NHLPA are registered trademarks of the NHLPA and are used, under license, by Electro! 
are trademarks of the NHL and a-re used,under license, by Electronic Arts. NFL logo is a ] 


rademarks of Electronic Arts, 
;'Association and the logo 
s. NHL and the logo of the NHL 
red trademark of the NFL. 
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GENESIS 

Tecmo superbowl.. 

Turtles Trmnt FIGHTER 

Addams Family.. 

Dashing Desperados. 

Joe & mac.,.. 


Claymates. 

Run Saber. 

Battlecars...... 

Last Action Hero. 


NEO GEO SPECIALS 

Ninja Combat (used). 
King of the Monsters. 
Top Players Golf. 


SUPER NESSPI 

Lethal Weapon 
Smash TV ......... 


Baseball 1000. 


Combatribes 


GENESIS SPECIALS 

Aquatic Games. 


Trouble Shooter. 


Chiki Chiki Bo 
Bonanza bros. 
Crue Ball...[. 


Little Mermaid.. 

FatALI Labyyrinth, 
Batman Returns.... 


TURBO GRAFX SPECIALS 

It Came From The Dessert cd .$24.99 

Jaki Chan.$29.99 

New Adventure Island.$29.99 

Prince of persia scd.$39.99 


Super Putty. 

Lufia.. 

Lawnmower Man 

Lock On......; 

Cliffhanger.. 

Ren-n-Stimpy. 


Art Of Fighting 


.CALL 


Jurassic Park. 

Might & Magic 3. 

Tecmo Super Bowl. 

.$64.99 

.$69.99 

.$65.99 

.$64.99 

Clay Fighter. 

.$52.99 

Super Putty. 

.$52.99 

pigskin footbrawl. 

.$54.99 

Dennis The Menace. 

.$59.99 

MVP Football. 

.$52.99 


.$59.99 



Caeser's Palace. 

.$57.99 

Super Empire Strikes;.., 

.$62.99 

Ramna 1/2 Hard Battle.. 

.$59.99 

Super Bomberman. 

.$64.99 

Inspector Gadget. 

.$54.99 

Sim Ant. 

.$59.99 

Plok. 

_ $56 99 

Bio Metal. 

$49 99 

T2 Judgement Day. 

.$54.99 

Arcus Odyssey (RPG)... 

.$57.99 

Troddlers. 

$94 99 

Legend. 

.$52 99 

Dracula. 

.$59.99 

Art Of Fighting. 

.$56.99 

Actraiser 2. 

$56 99 

Equinox ... 

$54 99 

Aladdin. 

.$64.99 

Foothall Fury 

$54 9Q 

Eye Of The Beholder. 

.$64.99 

Super Nova. 

.$54.99 


Robocop 3. 

.$49.99 

.. ..$59 99 

Robocop Vs Terminator... 

.$62.99 

WWF Royal Rumble. 

.$54.99 

Star Trek Next Gener. 

.$59.99 

Aladin. 

.$59.99 

NFL football 94 . 

.$59.99 

NBA 94 Action basket. 

.$59.99 

SEGA CD 


Joe Montana Football. 

.$59.99 

Sonic CD. 

.$49.99 

AH-3 Thunderstrike. 

.$49.99 


.$54 99 

Microcosm. 

.$59.99 

Dune. 

.$56.99 

Dracula . 

.$56.99 

Terminator. 

.$54.99 

ESPN Baseball. 

... .$56 99 

Jurassic Park. 

.$56.99 

Cool Spot. 

.$49.99 

Jeopardy . 

.$52.99 

WWf Rage in the Cage. 

.$49.99 

TURBO GRAFX 


John Madden Football. 

.$54.99 

Dungeon Explorer 2. 

... $49 99 

World Heros. 

.CALL 

Godzilla. 

.CALL 

King Of Monsters. 

.CALL 

NEO GEO 


Samurai Showdown. 

...$219.99 

Fatal Fury Special. 

.CALL 

Top Hunter. 

.CALL 


























































































































: CAPCOMi 


^CAPCOM 


JCAPCOM 


IMPORT SPECIALTIES 


MEGA DRIVE 


SF2 Mini Dolls (set of 12) only $24.99 

SF2 Pewter Set..$44.99 

SF2 Keychains. $2.50 

SF2 Music CD s...$39.99 

Stuffed Large Sonic Doll.$29.99 

LTD. Ed. Ninja Sonic.$14.99 

.CALL LTD. Ed. Ninja Tails..$14.99 

.CALL Mario Kart Cars..:..,.. $34.99 

.CALL Ryu Posable Figures.....$69.99 


.CALL 


Total Eclipse 


.CALL 


\ Road Rash 

SI ..._ 


John Madden ....*,..... 

Space Shuttle....,. 

Mad Dog Me Cree w/gun, 
Jurassic Park.. 


twisted 


IMPORT MUSIC CDs 


Dragons Lair. 

Out of this world. 


World Heros 2 . 

Y's Perfect Collection. 

Sonic Team... 

Fatal Fury 2. 


SUPER FAMICOM 

SD Gundam 2. 

Ramna 1/2 RPG...... 

Sarah Moon (fighting) 

Ghost Sweeper .(action)$89.99 

Fantastic Story Wrestling (4plr) $89.99 
Macross (prebook).....CALL 


Landstalker 


.CALL 


Final Fantasy ADV.2.$59.99 

SF 2 MUSIC (3 TO CHOOSE) $39.99 
. v x .$39.99 

.$39.99 


.CALL 

.CALL 


Crescent Galaxy. 

Cybermorph. 

Tiny Tunes.. 

Alien’s Vs. Preditor... 
FI Jaguar Challenge. 

Kasumi Ninja. 

Checkerd Flag II. 

Raiden........ 


SHOWDOWN 


SAMURAI 


.CALL 


.CALL 

.CALL 

.CALL 


Pat Labor Super CD.$79.99 

MIGHT & MAGIC 3.$79.99 

MONSTER MAKER.CALL 

Dracula X Super Cd -preorderCALL 

STARTLING ODESSEY.$79.99 

Record Of Loduss War.$69.99 

Galaxy Gayvan...CALL 


.CALL 


.CALL 


For Fast Overnight Delivery Call 


.CALL 


Cocoron 


FIVITOWNS/MARTY 

3X3 EYES... 

Vain Dream 2 (RPG). 

Scavenger 4.... 

Indiana Jones & Atlantis 

KUZ . 

Microcosm................. 

Chase H.Q.... 

After Burner....,........CALL 

AND MANY MORE, CALL FOR DETAILS 


.CALL 

.CALL 


.$124.99 
.$269.99 
.$579.99 
.CALL 


Sega Genesis 2. 

Turbo Duo System...... 

Neo Geo Gold System. 

FM Townes Marty. 

Mega Drive 2.... 

Mega CD 2......;. 

WE ALSO CARRY USED SYSTEMS ALL!!! 


.CALL 


.CALL 

.CALL 


.CALL 


Actraiser 2.... 

Y's IV Mask Of The Sun..., 

.CALL 

.CALL 


.CALL 

Fatal Fury 2.. 

.CALL 

Dragon Ball Z fighting. 

.$99.99 

Final Stretch Racing......... 

.$84.99 

Super Chinese World 2.... 

.$99.99 

3PO 

....$699.99 

Atari Jaguar System. 

.CALL 

Pioneer Laser Active. 

.CALL 

rAi i 

Sega CD 2. 

.$219.99 























































































$25.00 BONUS 


1 Sena us your old cartridges 

\ Receive a check back or purchase other titles of your choice 

Prices in this ad are good through 11/30/93 




Send $1.00 for complete Catalog/Price List 


.$42.00 World Series Baseball .$ 


§4100 TMNT Hyper Heist.$45.00 World Soccer.... 

■■■; S49 ; 00 Toe Jam & Earl....$45.00 GENESIS 


Bart's Nightmare.S43.00 Toe Jam & Earl 2.S-.,. u „ — 

Bart vs. Space Mutants$40.00 Toki-Going Ape Spit ....$44.00 Kl « 

Batman Returns.$45.00 Tom & Jerf y Antics.$49.00 Batt | e M asters ... 

Batman Returns CD .....$42.00 Toxic Crusaders.$32.00 Dark wizard CD. 

Battletoads...544.00 T °y s .S48.00 


Battletoads Dbl. Drag. .$47.00 Universal Soldier.$42.00 phantasy Star 2 or 3 $ 

Beauty & Beast Quest .$43.00 Wayne's World.$51.00 pirates Gold.$ 

Beauty & Beast Roar ...$43.00 wil| y Beamish CD.$42.00 shining Fore 

Beethoven.....$49.00 Wolf Child. -. 

Blaster Master.$42.00 Wolf Child CD.... 

Blaster Master 2...$42.00 Wonder Dog CD 

Bubsy.$50.00 Wrath of Gods 

Captain America.$46.00 x ' Men . 

Castlevania BloodlinesS45.00 Young Indy. 

Chester Cheetah.S52.00 Zombies Ate Neighbors.$47J 


Chester Cheetah 2.$41 ,C 

Chuck Rock CD.$42.0( 

Chuck Rock i 


.00 

S 


GENESIS 

STRATEGY 


.$43.00 Shining in the Darkness $ 

$45-00 Sorcerer’s Kingdom.$ 

.$44.00 star Odyssey.$ 

.$49.00 Sword of Vermillion.$ 

.848.00 vampire Killers.$ 

GENESIS 
SIMULATIO 


Afterburner CD.... 


Cool Spot CD. 

Cyborg Justice. 

Dashin’ Desperados, 
Dinosaurs for Hire. 

,...$48,00 

,...$42.00 

...$41.00 

...341.00 



Dracula CD. 

Dracula Unleashed.... 
Elemental Masters.... 

...$49.00 

...$42.00 

...$42.00 

Flashback. 

Flintstones. 

...$52.00 

...$43.00 

Furry Friends. 

Gauntlet 4 . 

Ghouls & Ghosts. 

Goofy. 

...$35.00 

...$44.00 

...$47.00 

...$46.00 

Greendog. 

...$39.00 

Gunstar Heroes. 

Home Alone. 

...$45.00 

...$40.00 

Hook CD... 

I.$42J)0 


.$57,00 Chase HQ 1 & 2. 

.....$45.00 FI5 Strike Eagle.... 


....$48.00 High Snas Hivoc S 


Genghis Khan 2.$58.00 Jaguar XJ 220 CD.$ 


Race CD.$41.00 Road Rash 2.$ 

.$45.00 Road Riot.$ 

..$57.00 Sewer Shark CD.$< 


.$40.00 Super Battletank.$< 


Warriors of Rome.$50.00 Third World War.$ 


Whe6l °IFortuneior^WoO Warpspeed. 

Indiana Jones.$41.00 GENESIS 

Indiana Jones CD. 

Indy Jones Fate of Atl..S42.00 


SPORTS 


GENESIS 

FIGHTERS 


Itchy & Scratchy.$42.00 Aero ,he Acrobat.$45.00 Beast Wrestler.$> 

James Bond 007.$44.00 Ali Heavyweight Boxing.$49.00 Body Count.$; 

Jurassic Park.$45.00 Amazing Tennis.$46.00 Deadly Moves.$r 

Jurassic Park CD. $48.00 American Gladiators....$50.00 Double Dragon 3. $r 

Last Crusade.S48.00 Best of ,he Best.$48.00 Fatal Fury.$; 

Monkey Island CD.$43.00 Brett Hull Hockey.$56.00 Final Fight CD.$4 

Monster Hunter.$39.00 Bulls vs. Blazers.$50.00 Golden Axe 1.$: 

Night Trap CD.$48.00 Bulls vs. Lakers.$50.00 Golden Axe 2.SJ 

Out of This World.$48.00 Championship Bowling .$43.00 King of the Monsters ...$4 

Pink Panther.$45.00 Chi Chi Pro Golf.$49.00 Lethal Enforcers.$6 

Pirates Gold.$48.00 Cal Ripken Baseball.$45.00 Lethal Enforcers CD ....$£ 

Predator 2.$44.00 Davis Cup Tennis.$43.00 Mortal Kombat.3E 

Rise of the Dragon CD.343.00 ESPN Baseball CD.$49.00 Mutant Fight.$4 

Risky Woods.S44.00 ESPN Baseball.$53.00 Ninja Warriors.$5 

Robo Aleste CD.$40.00 ESPN Football.$54.00 Real Fighter CD.$4 

Robo Cop vs. Term.$49.00 ESPN Football CD.$49.00 Shinobi3.$4 

Robo Cop 3.$41.00 Eternal Champions.$55.00 Splatterhouse 2.$4 

Rocket Knight Adv.$43.00 Hardball 3.$48.00 Splatterhouse 3.$5 

Rocky & Bullwinkle.S46.00 Hit the Ice.$43.00 Street Fighter 2 CE.$6 

Shadow Dancer.$29.00 J. Capriati Tennis.$42.00 Streets of Rage 2.$5 

Shadow of The Beast 2S42.00 J- Montana Sportstalk..$47.00 Two Crude Dudes.$4 

^ I Slime World.$44.00 Joe Montana NFL.$45.00 WCW Super Brawl.$4 

.$41.00 Joe Montana CD.$49.00 S N E S 


Sonic Spinball.$41.00 NFL Quarterback.$52.00 Battle Grand Prix.... 

' Spiderman.$44.00 N. Mansell World Champ$45.00 Cyberspin. 


1 Star Trek: Next Gen $48.00 PGATourGolf2.$51.00 Falcon 3.0.S5 

Strider...$55.00 Power Challenge Golf..$48.00 Jaguar XJ 2J 


Strider 2.$48.00 Pro Quarterback.$50.00 Kawasaki C hallonge $5 

Sunset Rider...$41.00 RBI 3 or 4.$45.00 Kendo Rage.!!$5 

Superman.$48.00 Rolling Thunder 3.$51.00 *- 


Sylvester & Tweety.$41.00 Summer Challenge.$48.00 OnTheBall. $4 

Tailspin.$39.00 Superbowl.$49.00 Pilot Wings.!Z$4 

Tazmania.$43.00 Super Hi-lmpact.$42.00 RaceDrivIn’.!.Z$4 

Terminator 2.$48.00 Super NBA Basketball .$55.00 Railroad Tycoon.... $4 


Terminator CD.$48.00 Super Volleyball.$31.00 Road Riot 4WD. 

T-2: Judgement Day.$41.00 Super WWF Wrestling .S42.00 Super Battleship.... 

Thomas Tank Engine...$42.00 Super WWF CD.$53.00 Super Battletank.... 























































































































































































VI • 


SIMES 

SIMULATION cont 

Super Battletank 2.$36.00 

Super Caesar's Palace $48.00 

Super FI Roc.$49.00 

Super Mario Kart.$48.00 

Super Off road.$50.00 

Super Strike Eagle.$53.00 

Test Drive 2.$50.00 

Top Gear 1 or 2.$47.00 

Wacky Racers.$44.00 

Warpspeed.$50.00 

Wing Commander.$54.00 

Wing Commander 2.$63.00 

Wings 2.$48.00 

f SNES 
ADVENTURE 

Actraiser 2.$54.00 

Addams Family.$51.00 

Airborne Ranger.$55.00 

Aladdin.$55.00 

Alien 3.$49.00 

Alien vs. Predator.$44.00 

Alfred Chicken.$49.00 

Arcus Odyssey.$53.00 

Bart’s Nightmare.$49.00 

Batman Returns.$53.00 

Batman Revenge of Joker$48.00 

Battle Clash.$42.00 

Battletoads Dbl. Drag. .$52.00 

Beethoven.$49.00 

Bubsy.$55.00 

Bugs Bunny Rampage.$55.00 

Cacoma Knight.$59.00 

Captain America.$51.00 

Castlevania IV.$49.00 

Chester Cheetah.$55.00 

Chester Cheetah 2.$44.00 

Chuck Rock.$49.00 

Claymaster.$48.00 

Claymates . S49.00 

Congo Capers.$44.00 

Cool Spot.$49.00 

Cool World.$53.00 

Daffy Duck.$51.00 

Dennis the Menace.$51.00 

Death Valley Rally.$49.00 

Dino City.$48.00 

Dracula.$48.00 

Dream Probe.$48.00 

Eek the Cat.$51.00 

Empire Strikes Back ....$54.00 

Family Dog.$50.00 

Feival Goes West.$50.00 

Fido Dido.$45.00 

First Samurai.$60.00 

G2.$52.00 

Godzilla.$55.00 

Goof Troop.$54.00 

Ghouls & Ghosts.$52.00 

Hammerin’ Harry.$49.00 

Home Alone 2.$49.00 

Incredible Hulk.$53.00 


Inspector Gadget.S50.0C 

Itchy & Scratchy.S50.0C 

James Bond Jr.S50.0C 

James Pond 2.$47.0( 


Journey Home.$48.00 

Jurassic Park.$56.00 

King of Karura.$58.00 

Lawnmower Man.$49.00 

Lester the Unlikely.$53.00 

Lethal Weapon 3.$50.00 

Lost Vikings.$48.00 

Lufia.$51.00 

Magic Boy.$49.00 

Mario is Missing.S50.00 

Mario's Time Machine..$51.00 

Mega ManX.S56.00 

Metal Jack.$48.00 

Mickey's Magical Quest.$58.00 

Mickey’s Ult. Chall.$53.00 

Musya.$51.00 

Operation Aliens.$49.00 

Out to Lunch.$49.00 

Outlander.$49.00 

Pactris.$45.00 

Plok.$53.00 

Pocky & Rocky.$50.00 

Popeye.$52.00 


. 


Actraiser 2 $ 54.00 Zombies Ate My Neighbor (SNES) $45.00 



SEGA CD ROM 
\j£§m SPECIAL 

List $249 

OUR SPECIAL 


We have the Atari 
Jaguar; $249.00 


OUR PRICE 


We now carry Turbo Grafx, Game Boy, Game Gear, 
“ Jaguar games, Lynx & Neo Geo at Fantastic Prices! 


Ren & Stimpy.$55.00 

Robo Cop 3.$53.00 

Robo vs. Terminator....$48.00 

Rocky & Bullwinkle.S37.00 

Rocky Rodent.S49.00 

Run Saber.$48.00 

Snow White Happily.$47.00 

Socks the Cat...$45.00 

Soldiers of Fortune ......$57.00 

Spanky’s Quest.$50.00 

Spiderman & X-Men.$53.00 

Star Trek.$49.00 

Star Wars.$49.00 

Striker.$49.00 

Sunset Riders.$52.00 

Super Adv. island....$48.00 

Super Battleship.$45.00 

Super Battletoads.$52.00 

Super Mario All-stars...$54.00 

Super Mario World.$48.00 

Super Megaman.$55.00 

Super Ninja Boy.$48.00 

Super Nova.$48.00 

Super Troll Land.$47.00 

Super Valis 4.$48.00 

Suzuka8Hours.$56.00 

Syvallion S49.00 

Tazmama S50 00 

Terminator..;..$49.00 

T-2 Arcade Game.$49.00 

T-2 Judgement Day.$49.00 

Thomas Tank Engine...$49.00 

TimeTrax.$49.00 

Tiny Toons.$52.00 

TMNT4.$53.00 

Tom and Jerry.$48.00 


Toys.$49.00 

Undercover Cops.$55.00 

Untouchables.$50.00 

Wayne’s World....$50.00 

Wizard of Oz....$48.00 

Wolf Child...$49.00 

Young Merlin.$49.00 

Zombies Ate Neighbors .$49.00 

SNES 

RPG 

7th Saga.$56.00 

Arcus Spirits.$48.00 

Dungeon Master.$60.00 

Equinox.$48.00 

E.V.O...$58.00 

Eye of the Beholder.$56.00 

FF-Mystic Quest.$35.00 

Final Fantasy II.$56.00 

Gem Fire.$56.00 

Golden Empire.$59.00 

Inindo.$59.00 

Lord of the Rings.$50.00 

Might and Magic 2.$55.00 

Might and Magic 3.$58.00 

Mr. Nutz.$51.00 

Nobunaga’s Ambition.$56.00 

Rampart.$49.00 

Romance 3 Kingdoms .$59.00 
Shadow of the Beast....$49.00 

Shadow Run.$56.00 

Spell Caster...$54.00 

Spell Craft...$48.00 

Star Trek: Next Gen.$48.00 

Ultima-False Profit.$56.00 

Utopia.$50.00 

Zelda: Link to the Past.S49.00 

SNES 

STRATEGY 


Choplifter 3.$43.00 

Clue...$45.00 

Conflict..$49.00 

Facebali 2000.$53.00 

Humans.$48.00 

Jeopardy.$48.00 

King Arthur's World.$51.00 

Lock On.$49.00 

Mario Paint.$58.00 

Monopoly.$46.00 

Operation Logic Bomb $52.00 

Pacman 2.$49.00 

PTO...$58.00 

Pushover.$48.00 


Shanghai 2.$46.00 

Side Pocket.$47.00 

Solo Flight.$55.00 

Spin Dizzy World.$47.00 

Super Bomberman.$54.00 

Super Buster Brothers $49.00 

Super Conflict.$49.00 

Time Slip...$48.00 

Troddlers.$44.00 

Vegas Stakes.$49.00 

Wheel of Fortune.$48.00 

SNES 

SPORTS 

ABC Monday Football..$55.00 

Aero the Acrobat.$49.00 

Ali Heavyweight.$49.00 

Amazing Tennis.$48.00 

American Gladiators....$53.00 

Battle Blazers.$45.00 

Battle Cars.$49.00 


Best of the Best.$49.00 

Black Bass.$50.00 

Brett Hull Hockey.$55.00 


Bulls vs. Blazers.$54.00 

Cal Ripken Baseball.$48.00 

Chavez Boxing.$47.00 

Death Valley Rally.$49.00 

Diamond Challenge.$51.00 

Dig& Spike Volleyball .$48.00 

ESPN Baseball.$53.00 

ESPN Football.$54.00 

Football Fury...$47.00 

Hit the Ice.$48.00 

Hockey.$49.00 

Hole in One Golf.S49.00 

Hyper Volleyball.$48.00 

J. Connors Tennis.$48.00 

J. Madden Football ‘93 $49.00 
Kawasaki Carib. Chal...$51.00 

Mecarobot Golf.$50.00 

Mountain Sports.$55.00 

Mutant League Football ...$43.00 
Monday Night Football $55.00 

MVP Football.$48.00 

NBA All-star Challenge$48.00 

NBA Jam Session.$60.00 

NCAA Basketball.$48.00 

NFL Football.$50.00 

NHLPA Hockey.$52.00 

Pele.. r ..$51.00 

Riddick Bowe Boxing ..$49.00 
Rock and Roll Racing ..$47.00 
Super Aquatic Games..$40.00 
Super Baseball 2020....S52.00 
Super Bases Loaded ...$52.00 

Super Bowling.$49.00 

Super Dodgeball.$53.00 

Super Goal.$50.00 

Super High Impact.$48.00 

Super NBA Basketball .$53.00 

Super Slam Dunk.$49.00 

Super Slap Shot.$50.00 

Super Tennis.$48.00 

Super WWF Royal Rumble..S58.00 
Super Widget.$50.00 


TKO Boxing.$44.00 

True Golf Classics.$48.00 

TuffENuff.$53.00 

WCW Super Brawl.$55.00 

Winter Olympics.$54.00 

World Cup Soccer...$48.00 

Wrestlemania.$52.00 

SNES 

FIGHTERS 

Aero Fighters.$50.00 

Art of Fighting.$58.00 

Brawl Brothers.$53.00 

Clay Fighter.$55.00 

Doomsday Warriors.$48.00 

Double Dragon.$54.00 

Fatal Fury......$55.00 

Final Fight.$46.00 

Final Fight 2.$55.00 

Lethal Enforcers.$64.00 

Mortal Kombat.$60.00 

Power Moves.$48.00 

Rival Turf...$48.00 

Street Combat..$48.00 

Street Fighter 2.$60.00 

Street Fighter 2 Turbo .$65.00 

Super Combatribes.$54.00 

Super Sonic Blastman,S48.00 

Total Carnage.$49.00 

Ultimate Fighter..$55.00 

Ultraman.$52.00 

World Heroes..—$58.00 

SNES 

SHOOTERS I 

Axeley.$53.00 

Cybernator.$50.00 

Mechwarrior.$48.00 

Star Fox.$58.00 

Super Smash TV.$46.00 

Warpspeed...$50.00 


With the initial purchase of system hardware or any games, you will receive a . Buy 10, receive 

choice of any game from our lists at our prices! (Neo-Geo not included.) 

TERMS: Cash, check or money order with order. To keep our prices low, we do not accept credit cards!! C.O.D. orders accepted. NY residen 


(518) 623-5022 ■ FAX (518) 623-4143 ■ FOR ORDERS ONLY CALL 1-800-70-GAMES 

P.O. BOX #212, WARRENSBURG, NY 12885 


Ask to be placed on our 
mailing list for game 
updates at no charge. 










































































































































































































































Tun p© sir m s« ste ri 


Postmeister, 

I would usually congratulate you 
and the rest of the Game Fan team 
on how great and wonderful your 
magazine is, but this is an emer¬ 
gency! 

In your September issue of Game 
Fan, my man E. Storm made a small 
little comment on pg. 88 about 
Wolfteam. At the bottom of the page, 
and I quote, E. said the following: 
“It’s too bad they broke up, more 
games...”. 

It’s too bad ‘who’ broke up? I know 
he is not referring to WOLFTEAM! 
No! Tell me it isn’t so! The creators 
of my two favorite multimedia games 
(Cobra Command and Road 
Avenger) broke up?! Clear this up 
for me, PLEASE! Who will produce 
the cartoon’ games for Sega CD? 
I’m tormented...I can’t bear it any 
longer...the torture...the pain...why, 
oh why... 

Sincerely, 


Dear Postmeister, 

I am a SNES faithful and was won¬ 
dering when Nintendo’s going to pro¬ 
duce some 24 meg games like Sega. 
If the SNES can handle 32 megs of 
memory, why no 24 meg games? 

Thanks, 

Nick Bishop 
Alabaster, Alabama 

Dear Nick, 

24 and larger meg SNES games 
are on the way! Currently in 
Japan, Fire Emblem is on the way; 
a 24 meg hard-core RPG and, over 
here, Super Metroid (a vast 32 
meg game) is set for a 1st quarter 
‘94 release. From what we have 
heard, it should be phenomenal. 
Oh, by the way, look for a lot more 
20 meg and higher games in ‘94. 
Currently, Nintendo has over 25 
new games in development. 

Postmeister, 


What really makes me mad with 
SNK’s Samurai Shodown is the fact 
that, while the company is targeting 
its 99.9% adult customers to fork out 
$240 for the game, it is also treat¬ 
ing us as thumb sucking, 8 year 
old kids who can hardly distinguish 
between depiction of cartoon vio¬ 
lence and that of real life. SNK’s deci¬ 
sion to remove cartoon blood color 
from the home version, that is to 
be purchased by adults, while keep¬ 
ing intact all the coloring in its arcade 
version for any kid to play is noth¬ 
ing short of an intentional insult to 
its adult customers and sheer hyp¬ 
ocritical ignorance on the part of 
its management. I hope that SNK can 
drum-up enough future sales from 
those watchdogs, because I refuse 
to be treated as a thumb sucking 
grown-up. GOOD-BYE SNK AND MY 
NEO GEO SYSTEM! 

Sincerely, 

Chatt Matayanant 
Garland, TX 


Wolf4Ever 
Bensalem, PA 

Dear W4E, 

You think you were upset? 
Storm totally threw a rod!, as all 
hope of an Earnest Evans, 
Granada or Arcuss Odyssey 
sequel went right out the window. 
So far, we know two members 
went to Sega of Japan, one went 
to Gau ( Ranger X remind you of 
Earnest Evans a little?) and one 
went to Zamus, who just finished 
up Macross for the Super 
Famicom. So, say good-bye to a 
great company and hold on to 
those WolfTeam classics. 

P.S. If you see the WT logo in 
the future, it’s just a Telenet logo. 
Sorry man, catch ya later. 


I just got your issue #10 in the 
mail and almost couldn’t believe it 
when I saw it was DieHard GameFan! 
What a way to grow. All pages are 
packed with solid game information 
and superb graphics with none of 
the fat and bones I have put up with 
in other game magazines. Keep up 
the great effort and you will surely 
bag more loyal fans like me. 


Dear Chatt, 

I cannot tell you how many let¬ 
ters I have received regarding this 
beyond stupid move by SNK. 
First, they hose us by releasing 
fighting games only and then they 
censor them to double the blow. 
Why don’t they just come to your 
house and steal your money? At 
(cont.) 



Now, I hope you will allow me to 
pass this on to SNK management. 
I have become sick and tired of hear¬ 
ing those video game watchdog 
groups ranting about censoring vio¬ 
lence while neglecting their kids and 
allowing them to play whatever they 
want at the arcade. If these watch¬ 
dogs can’t even pay attention to what 
their kids play at the arcade (or at 
home), they have absolutely no busi¬ 
ness playing God with other peo¬ 
ple’s right to legitimate entertain¬ 
ment in their own homes. 


rir.T.M’iinMll 


low does Innovation make 
all the best controllers? 


Products That Don’t Suck! 


The difference between your TV at home and the screen 
at a movie theater is the same as the difference between 
your Game Boy™ or Game Gear™ without one of these! 


i!£ 



Light Master™ Master View™ 

for Game Boy™ for Game Gear 1 


NNOVDTION 
BATTERY 



Simple! 

We know what VOU want! Solar Gear for Game Gear™ V i Power Gear for Game Gear™ 

Say you want to buy Sonic 3 or Super Mario Bros. 5 and you want unlimited lives or invincibility, what do you do? 

Well... you could buy a Game Genie and wait a few (like maybe six) month's for a new code book to come out. 

... you could buy the Innovation Game Wizard with it's built in code-maker and figure out your own code in about 5-15 minutes. 
Months or Minutes? Gee, it doesn't take a rocket scientist to make that choice! 


ime Wizard for Game Boy™ Game Wizard for Game Gear™ Game Wizard for Genesis™ Game WizarHo^NES 

- You could buy a sausage link or a Tired of confusing clumps of MM 

chain link but they wouldn’t do much anc j Rp ca bles connected to your ■ 
for your Game Gear™. Or, you could 9 cnaahetti niaht-1 

buy the Master Link™ and connect TV? Turn y° ur spaghetti mgnt | 
any Sega control pad to your Game mare into video heaven with the ■ 

Gear™ for two player simultaneous video Link! Connect up to 5 dif- 
, ^^JS e u^S»“wrGam.G-r ferent video systems with 3 “TSTS 
fJSSgES" E£ SSST Sys,em 2 - player 9ames ,hat require a stereo MM inputs and 2 RF inputs. For n ,lX& rf s, 


Video Link 

For nil n/V & RF System 


For a free catalog send $1.00 for postage to: IflflOVOtiofl - P.O. Box 360, Old Saybrook, CT 06475 (2033395-3090 


Jltimote Game Club Has It All! 

Hl?Sf?rfS?The?r?Gone! 

To Order Call 203-395-3092 Or For More Information Call 203-395-3095 





















least that way you wouldn’t have 
to feel the long term hosing. How 
about all the rumors (that they 
obviously created themselves) 
about upcoming titles like 
Crystalis, Magician Lord 2 and 
Reactor (just to name a few.) 
Where are they SNK? What?, you 
don’t think you’ll make enough 
cash at the arcade so you 
scrapped 'em? C’mon tell us! 
Look, if you’re going to abandon 
the home user, let us know 
because all we see is fighting 
games and, although you can 
make a ton at the arcades, not all 
of us want to play Fatal Fury and 
World Heroes until our fingers 
bleed. You’ve got fighter of the 
year with Samurai, so put the 
blood back in and give it a rest. 
We’re starving out here! 

Thanks for the letters all you 
hopeful Geo owners, censorship 
must be stopped!! 

Dear Postmeister, 

First, I would like to really thank 
you and your colleagues for bring¬ 
ing out the baddest, coolest, most 
informative magazine to ever come 
out. As a Game Fan video game mag¬ 
azine reader, I look for statistics, 
great pictures and extremely exten¬ 
sive coverage of the Japanese video 
game market. Although you seem 
a bit biased (you praise Sega at every 
turn), you guys are the best in the 
industry. 

Now, for the questions. What is the 
thing with the 32 Hudson machine? 
Can you give me some pix, specifi¬ 
cations and some news on its soft¬ 
ware? Also, could you please show 
me the actual pix of those Super 
CD Arcade Card games? You cov¬ 
ered this technological breakthrough 
in your last issue (what is Warriors 
of Fate, anyway?). Please, more 
details! 

What’s up with TTI? Why are they 
bringing rubbish here? As a hard¬ 
core RPG fan, I would like to see 
TTI bring out all Far East of Eden(s), 
Ys IV, Record of Lodess War, Angel’s 
Poem II, Legend of Xanadu, Snatcher, 
Magicoal, all Burai(s), Monster Maker, 
Emerald Dragon, all Xak(s) and PD3 
here. The Digital Comic format 
should be introduced here, espe¬ 
cially Patlabor. Konami games 


should also appear here. 


How can anyone like Time Killers? 
The point of games is to have fun, 
not to watch others’ heads being 
chopped off! If people want violence, 
they can watch that on TV. I am not 
anti-violence, because I believe that 
it can be shown if, and only if, the 
game has good game play (like 
Samurai Shodown and Snatcher). 
Mortal Kombat is not that great of 
a game and people should really not 
rate games on the amount of blood 
it shows. 


So, the chance of a PC-Engim 
affiliation is next to impossible 


Sorry, 

major 


chief. Time Killers is 
log of a fighting garni 
which is kind of a gross attempt t< 
exploit the whole blood thing tha 
MK started. Shame on them...yoi 
want me to kick the crap out o 
'em? Finally, for some info, on thi 
Iron Man system (we’ll have an in 
depth very soon), check out Issui 
11, Other Stuff. Thanks for writim 
and remember, it’s almost Jagua 
time. 


Lastly, I would really like Square, 
Enix and Capcom to start making 
PC-Engine games. Imagine the entire 
Final Fantasy and Dragon Quest 
Sagas all on one CD! Imagine 
Capcom making Super Street Fighter 
II on the arcade card! Don’t you agree 
that it would be cool? 


Yo Postmeister, 


Thanks, 


Raymond Pat 
Santa Rosa, CA 


Dear Raymond, 


Hudson’s new 32-bit super sys¬ 
tem, the Ironman, is set for a 
March release in Japan, where the 
PC-Engine CD is still going strong 
due to the new 16 meg upgrade, 
the upcoming Dracula X and sev¬ 
eral popular fighting games. 
Meanwhile here in the states, the 
existence of any NEC consoles is 
rapidly coming to an end. TTI sim¬ 
ply has not received the coopera¬ 
tion from Japan that they needed, 
thus the Ironman is not scheduled 
for a U.S. release. Don’t look for 
any of the titles you listed either. 
In fact, chances are that, by ‘94, 
there will be next to nothing 
released for the Turbo-Duo. It’s 
always sad when a system dies 
but in this case there’s really no 
reason to mourn. If you’ve got a 
telephone, you can order import 
games from several mail-order 
co.’s for your Duo and, if you 
want an Ironman, I’m sure that 
they will be available here as well. 
If you’re into RPGs however, well, 
you’re sorta out of luck. None of 
the games you mentioned are 
scheduled and, as for Square, 
Enix and Capcom, well, they have 
all three recently announced they 
will begin producing Sega titles. 


Recently, I noticed a disturbing tren< 
in the American gaming industry 
a serious lack of RPG games. Is i 
just me, or do the fat cats at th< 
American publishing houses thinl 
that all “we” want is shooters, actiot 
and fighting games? I’m just a wee 
bit fed up with SF2 clones, Mark 
clones and senseless destruction 
Now, don’t get me wrong, I like 
fair share of mindless destructior 
of hordes of Kamikaze enemies, bu 
this is getting to be a habit! Now, 
bought a Sega CD when it hit thf 
shelves...big mistake. You see, I wen 
by what games were available ir 
Japan at the time, but I end up with 
such gems as Marky Mark, INXS 
Criss Cross (if I spelled CC wrong 
they can sue me), Sewer Shark 
Wonder Dog, Black Hole Assaul 
(which, by the way, has the mos 
pathetic cinema scenes that I have 
endured) and, best of all, Sega’s 
hey, Bob the janitor can prograrr 
today!, Batman Returns! Man, 
shoulda kept my Duo! I’ll end m\ 
bitchin’ with a question. Are we evei 
gonna see Cosmic Stories or 3X3 
Eyes over here in this wonderful 
clean and holier-than-thou nation? 
So, until next time, run ovei 
Nintendo’s and Sega’s Presidents 
and mail me the pictures. 



The Bionic Gamer 
Sardis, OH 


Dear Bionic Gamer, 


Welcome to the struggle. Thos 
fat cat, ex-toaster salesmen ar 




Get On A Fa$t Track. 


snscc 

For the love of learning. 


Launch your computer savvy career with the latest and 
best in creative, easy to use software* Start with MECC and 
DinoPark Tycoon on the November 20th Planet Kidz* 

For more information call 800-685-MECC 

Tune in Saturdays at 4:30 (ef) on CNBC for 
news about all the radical new computer games 
and top computer tips* We'll show you the 
smart strategies that make you computer sharp 
and even some to build your first fortune* Watch 
Planet Kidz for the latest in fun, food and fashion* 


it's the biggest business in town: 
A Dinosaur Park. 

And you’re running (tit 















making all the wrong decisions for 
us and, worse, they actually think 
that they’re right! The problem is 
that most companies are still 
catering to the 8-10 year old 
gamer who they, number one, far 
underestimate and, two, think buy 
the most software. The reason 15- 
40 year old gamers don’t buy 
more games is because they are 
mostly made for young children. 
Fact is that most of us (10 year 
olds included) would buy a lot 
more games if they were more 
serious (such as RPGs and 
uncensored games like Mortal 
Kombat). I don’t know about 
them, but my 10 year old cousin 
loves MK. He thinks the blood is 
funny and cool and he is very 
aware that it’s just a game. 
Today’s kids are smart, but the 
game co.’s think they’re all a 
bunch of Beaver Cleavers, a kid 
that wouldn’t make it ten feet 
down the road in 1993. So, how do 
we wake them up? We ll write 
them letters, call and, finally, don’t 
buy censored games. When the 
cash starts dwindling, these types 
run for the hillsL.Let’s chase em!! 
As for the Sega CD, well I think 
Wonder Dog and Batman Returns 
(especially Wonder Dog) are 
excellent games, but you’re right, 
there is way too much junk out 
there. Who do you think the dufus 
is that sunk big cash into these 
lamer than lame, make your own, 
no talent, top-ten, bubble gum 
music video games....it’s the ex¬ 
toaster salesman, brainstorming 
with the overpaid, non-gamer mar¬ 
keting dept.! The Sega CD is 
quickly becoming a relic ( besides 
Silpheed, Sonic and a handful of 
others there ain’t much there, and 
who’s got another year to wait?). 
As for the Duo, well, it already is a 
relic. But look at the quality 
Genesis carts like Gunstar Heroes 
that are just coming out,(and wait 
till you see Sonic 3, oh my) the 
Genesis has been around long 
enough for the programmers to 
really figure it out. Companies like 
Core, Sonic Team, Treasure and 
Capcom just to name a few will 
never let you down, and next year 
the SNES is going to knock your 
socks of. Or just wait and buy a 
3DO (it’s brilliant), but it’s $700 
and only a couple of games are 
available. Stay tuned to GF for 
monthly updates on that situation. 
Oh-ya, 3x3 eyes come to the US? 


Noooo wwwaaay! The bonehead 
special interest groups would be 
on CNN claiming the end of the 
world. I’m off in my postal 
4x4. 


Dear Postmeister, 

One of the failures of the SNES is 
its changes to the original Mortal 
Kombat game. Who makes the deci¬ 
sions on the limitations of violence 
in video games? Some groups claim 
that children exposed to violent 
games and television become more 
violent in their play and more tol¬ 
erant of violence in others. What a 
bunch of baloney! I meet the nicest 
people at arcade places and the scary 
ones behind dark alleys, not watch¬ 
ing television nor playing SF2. 
Suppressing the distribution of 
Mortal Kombat by parents would 
be a big mistake. The graphic images 
of blood and gore in Mortal Kombat 
was part of the entertainment pack¬ 
age. When Nintendo took that out, 
what was left was a happy Sega of 
America who agreed to leave the 
original game alone with a new MA- 
13 rating system. If Nintendo was 
willing to sacrifice some revenue 
to make the parents happy, they 
shouldn’t have signed Acclaim in 
the first place because, now, those 
die hard MK arcade players will be 
left disappointed. Nintendo is obvi¬ 
ously trying to please both sides and 
it’s causing a commotion. What lures 
children to martial arts games will 
indeed repel many parents. Nintendo 
is producing brochures called 
“Parents’ Guide to Video Games” 
that will be available later this month. 

I think the parents can decide for 
themselves on the appropriateness 
of video games for their children. By 
selling mortal Kombat and pass¬ 
ing out the brochures, the big N’ 
is a bunch of hypocrites. If one is so 
concerned about the violence in 
video games, one should not even 
consider selling Mortal Kombat. 
To me, Nintendo is nothing more 
than a greedy, hypocritical, kiss-butt 
corporation. Maybe next time they 
can make Blanka’ bite squirt out 
“sweat” in stead of the, oh 
my goodness, horrifying, 
realistic blood. What do 
you think, Postmeister? 

Respectfully Yours, , 

Betty Nguyen 
San Jose, CA 


Dear Betty, 

Mom!!! You’re awesome! I here 
ya. Do you think the high-ups a 
Nintendo go outside? I wonder i 
they have TVs, or live in rea 
American neighborhoods. Sadly, 
think not, talk about out of touch 
They make Disney look like 
Mother Theresa. Those Parents 
Guide to Video Games are a joke 
Nintendo acts as if they know 
your kids (and acts as if they are 
really naive and misguided). How 
about MTV, HBO, Geraldo Rivere 
(what a freak show) and the res 

of the real world.how about the 

freakin’ news!, talk about carnage 
Will Nintendo go after them too' 
Or will we simply watch our chil¬ 
dren and teach them right frorr 
wrong ourselves? The only people 
who will benefit from Nintendo’s 
censorship will be the other game 
companies as they go flyinc 
by...in the real world! Thanks foi 
the letter, very intelligent...an\ 
daughters? 


P.S. The envelope art starts next month! 
So draw! 
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I Enter the dark world of the Kilrathi, where men are 
I treated like animals. Only you can save the human race! 


The evil Kilrathi are back with a vengence. 
It's your job to settle the score once and for all! 




i N 



iMMIj 








- 



| AS YOU KNOW, AMERICAN i\ 
1 RELEASE DATES CHANGE II 
] FREQUENTLY. THIS IS THE M 
1 LATEST SCHEDULE AVAIL- 1 
j ABLE DIRECT FROM THE 1 
| COMPANIES REPRESENTED. IJ 
WE WILL INFORM YOU OF Cl 
ANY CHANGES. U 
















It includes a new flight interface to 
allow novice players to begin immedi¬ 
ately and experience unparalleled 
intensity and excitement. 

The Secret Missions is the amazing 
3-D space combat game for all ages 
and a must for Wing Commander fans. 


The Secret Missions™ is the 
futuristic space combat sequel to the 
blockbuster Wing Commander®, 
winner of five "Game of the Year" 
awards. With all the action and 
adventure of the original, The 
Secret Missions brings you 16 new 
missions with a new look and feel. 
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Hey Dr. Grant! Never underestimate 
your opponent... Especially when 
he's 20 feet tall and weighs over 
seven tons. 


Meet your chefs... The Raptor slices 
and dices you. while the Spitter war 
to baste you in his venomous 
marinade. 


No more plain polygons or simple 
two-dimensional sprites! Ocean's 
exclusive, technically advanced 
graphics engines deliver REAL 3-D 
dinosaurs in a solid, dynamic and 
fully interactive universe. 


Triceratops is heading your way! 
Restore island security and re-arm 
voltage gates. Remember: the on 
good dinosaur is a fried dinosaur. 


GAMEBOT 
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Available on 
GENESIS& 
GAME GEAR M ! 


K the race 
track at a 
blistering 
220 mph! And it’s 
speed you can hear 
and feel! Race against 
the real pros of Formula 
One World Championship on 12 
real tracks — from Monte Carlo 
to Australia. Or go head-to-head 
ist a friend in split-screen action, 
'.an even customize your machine 
wn to the tire design and air foil! 


distributed in America exclusively by 















